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AN INTRODUCTION 


From the legends of King Arthur to the action-packed movies of today, 
we've been entertained by stories of battles and treasure, shot through with 
powerful veins of lust and romance — and this is not a mistake. While some 
writers shove love interests where they don't always seem to belong, 
storytellers understand that even in the midst of blood, romance fits because it 
is a part of who we are in any situation. Men and women on the street have at 
least this much in common with their leaders: we are sexual and sensual 
creatures, driven by the need for companionship and the desire for pleasure. 


Attraction, competition, and coupling move us, emotionally and 
physically. Love and lust drive us to do things, sometimes crazy things, and 
those actions can lead to adventures great and small. Even bystanders will have 
to get involved when the queen's infidelity is brought to light, and when the 
dust settles, romantic outcomes reinforce a sense of victory — or the bitterness 
of defeat. Just ask Lancelot and Guinevere. 


What this means for your roleplaying games is ultimately up to you. 
Some people have played for years without so much as a tavern flirtation, and 
been just fine. Others, like myself, have never been in a game without some 
kind of sexual component, and have had just as much fun. Many people fall in 
between, or are curious about how to weave romance into their games without 
causing the rest of the action to fall apart. And many games can benefit from 
adding even small romantic components, not only because we've seen the 
patterns before and know how to react, but because love and lust add as much 
unpredictability as they do familiarity. Players might not be expecting 
romantic motivations when they come around, and dealing with romantic 
situations can help to better define a character's personality. 


The addition of love and lust can round out a world and all of the 
characters in it by acknowledging some of our key drives. People are people, 
whether they're in ancient times or in a galaxy far, far away, and we can expect 
some kind of romance from them. As long as your group is ready and willing to 
give it a try, even small romantic details can add depth without being 
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embarrassing, graphic, or juvenile. Sex does not have to be ridiculous or take 
over - and with a bit of thought, it can open up new avenues to gain allies, spite 
enemies, and create hilarity. How, you might ask? Just keep reading, and take 
what you can use from this guide one step at a time. 


ABOUT HILARITY 


Sex, like death, seems to invite jokes and laughter, even when it's 
inappropriate. (Sometimes especially when it's inappropriate). Not only is this 
natural, but it's also completely understandable. There's enough emotional 
and cultural baggage about sex to keep us laughing for the rest of our lives — 
and let's face it, the act itself and the things people do about sex can be pretty 
damn funny. So don't feel discouraged if there's some laughter at your table 
when romance comes up; chances are, you're still playing with mature, 
upstanding people — they just couldn't help but chuckle. And don't discourage 
all levity about sex, or your group might resent its presence outright. Let a few 
jokes pass and then move on with the scene, because sex will inevitably attract 
hilarity, but it is too powerful to remain a joke. 


SEX IN D@D 


Roleplaying games are made for children as well as adults, so RPG 
companies have had to be careful with sexual content. There have only been a 
few references to sex in mainstream Dungeons and Dragons products, but 
there have always been a few. The first edition Dungeon Master's Guide had a 
random harlot table (which used just about every term for “whore” that the 
nineteenth century could provide). Every now and then, mating habits and 
gestation were discussed for different creatures. Alluring artwork can be seen 
throughout later editions, and birth control methods are listed in the 3rd 
edition Forgotten Realms Campaign Setting. 


Players have tried to fill the void with house rules and internet resources 
over the years. Gamers developed rules for things like pregnancy, sexual 
prowess, and genital size on message boards and in e-books, entirely on their 
own. Some people laughed at the rules and their presentation, or at the idea of 
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sex in roleplaying in the first place, but the desire for reliable details remained. 
Then, at the end of 2003, not just one but two books were released in print 
about sex in tabletop games. Naughty and Dice, a systemless and generic 
fantasy-oriented manual, came out in a limited release in October. A third 
party publisher printed The Book of Erotic Fantasy, a manual dedicated to 
sex-based rules specifically for d20/D&D, in November. It quickly lost the d20 
license and drew a lot of criticism (both deserved and undeserved), but what it 
represented was more important than the finished product. 


As the years continue to pass, the books have only become older and 
more difficult to find, but the subjects they covered come up continually 
because people want ways to integrate sex with roleplaying. They want to move 
beyond cybersex and bad jokes toward a systematic approach that blends 
sexual concerns with fantasy themes and game structure. And folks are curious 
enough to spend time debating about it, writing about it, and even paying for 
it. It isn't likely to go away, but it can go beyond what's been done before. The 
first step is both the simplest and the most difficult. 


COMMUNICATE @& LISTEN 


Gaming, like sex, is best when all parties agree on the terms and are 
comfortable with the environment. So the first things to consider are the 
limitations and boundaries that are best for your group. Talking about what 
you want to add to the game in a friendly and frank manner can give people the 
chance to add their voice to the process. During early talks, players might take 
the opportunity to tell the DM about sexual-themed things that they definitely 
do not want to see or deal with. Topics like rape and miscarriage are common 
enough, but other things can disturb people. It is wise to listen and respect 
people's limits, and to take notes on things that are best left out. It is also 
important for players to know that they can speak up in the future, because you 
might cross a line without intending to. 


Some players are minors and as such, you run the risk of offending them 
or their parents by introducing outright sexual components. Romantic details 
might not be out of the question, particularly for NPCs, but sex might not fly. If 
worse comes to worse, it is better to ask the parents before you start than to get 
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in trouble down the road. I say this knowing that sex was a regular part of my 
gaming experience when I first started at the age of sixteen. Out of a group of 
teenagers, none of us brought our parents into our games or were concerned 
about what they might think of our stories. It is easier to be that way when 
games are online and parents aren't tech-savvy. As an adult, however, I find 
that it is better to cover your bases. 


Likewise, some groups might not be mature or open enough to handle 
games with sexual content. If the session grinds to a halt over jokes and 
comments, and nothing seems to get it back on track, then it doesn't matter 
that the players are adults — they're not ready. Some players might be hesitant 
but willing to give some new angles a try, while others have limits that can't be 
breached. If you try various approaches without much success, you might have 
to find another group before you can continue with romance in-game. 
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WHy CONSENT MATTERS 


A group's agreement to participate in a game is essential, but it’s even 
more important for romantic and sexual storylines. Why? Because gamers 
already know that things might happen in-game that they won’t like. Every 
roll of the dice carries a risk of failure, but that’s how tabletop games work: 
players accept some negative consequences to have a chance for victory. But 
most game books don’t present love or lust as regular themes for player 
characters, so many players don’t expect to deal with them. People usually feel 
strongly about these matters, and might not feel comfortable with them ina 
game. Love and sex don’t have to be uncomfortable topics, however, if we 
allow the tenets of consent to guide us. 


In gaming (and life), it helps us interact if we start with respect for 
everyone involved. When we treat everyone with an equal baseline of respect, 
they'll feel more inclined to communicate and participate. But if someone is 
disregarded, resentment, arguments, and departures probably won't be far 
behind. This isn’t necessarily a bad thing. If someone is being treated poorly, 
anyone who notices should bring it up, and everyone should work to fix the 
problem. And if things don’t change, it’s best to leave. Time and well-being are 
precious resources, and people deserve to be in healthy groups that make 
gaming fun. 


Honest, clear communication is vital to the process. Each person ina 
gaming group has to consider what they want out of the experience so they can 
share their wishes and boundaries. To have a fair and real choice, they must be 
able to say how they feel without being shamed. If they're ridiculed or 
pressured, a player might go along with something they don't want just to 
keep the peace, but they probably won't feel good about it, and those hurt 
feelings will fester. This is just as true for DMs as it is for players. ADM should 
feel free to discuss the sensual topics they're comfortable with running and 
would like to see in the campaign. This has the added benefit of letting players 
know what to expect beforehand. Any concerns should be heard with an open 
mind, and any solutions should be agreed to by all. 
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This conversation isn't going to be completed in one sitting because 
consent is an ongoing process of negotiation. Anyone in the group should be 
able to ask for a discussion whenever they have a concern, and anyone should 
be free to ask for time before making a decision. Most importantly, anyone 
should be able to withdraw from a situation at any point, without negative 
consequences. As long as you game together, you’! need to check in and see 
how your groupmates feel. 


This may seem like a lot of bother over nothing. You might think that 
only weak, prudish, or immature people need to have consent spelled out for 
them. Surely sexually active adults will already know what to expect and won’t 
be upset by some fantasy romance. You might believe that sex in a game will 
only be a problem if players have been traumatized in the past. You might think 
you can just read their facial expressions, body language, and other clues to 
figure out if they’re okay with what’s happening. 


These same arguments are made whenever consent comes up. But as 
we’ll learn here, people care about love and sex a lot and might have intensely 
negative reactions, whether they’ve had bad experiences with these matters or 
not. We can’t take for granted that we know what people expect or what they’re 
comfortable with. While our characters might be able to read minds with magic 
spells, we can’t. The people we game with might not know how to start the 
conversation; they might struggle for the words to tell us what they want. But 
conversation is the only way they can tell us for sure that they understand, 
agree, and want to continue. 


We can't take it for granted that because someone is okay with sex and 
love in a game now, they'll be okay with everything forever. Each person has 
limits, but these boundaries aren't visible or set in stone. People aren't always 
aware of topics that will make them feel bad or may have new experiences that 
change their feelings. What gamers want out of roleplaying can change over 
time, too; romance could start to feel tedious rather than fun. For these 
reasons, it's best to check in with the group, privately and as a whole, at 
various intervals. 
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Whenever you're asking fellow gamers to go along with something, 
remember that their consent should be: 


fully informed 

fully understood 
enthusiastic 
voluntary 

clearly communicated 
without punishment 
ongoing 

mutual 

revokable 


By honoring your fellow gamers' choices, you can build a strong, 
comfortable group that stands the test of time. And knowing that everyone is 
having fun and wants to keep going is the best part of roleplaying. 


WuHy You SHOULDN'T FORCE LOVE OR SEX 


A whole section of this web site is dedicated to helping people learn how 
to integrate romance and lust into their tabletop fantasy games. I've written 
reams about these things and they're regular features of the campaigns I run 
and play. I've seen first-hand how much they can add to a gaming experience. 
So it might be a surprise to see me Say this, but it's true: you should never force 
the issue, in or outside of the game. 


Forcing romantic ties between characters might make a player feel like 
their character's choices don't matter, and they can come to resent having 
their character's love life dictated to them. This is true whether a player 
character is involved with a fellow PC or an NPC. They might worry that they're 
going to be forced to act as though they like someone when they really don't, 
or that romance will take over their character’s story. If a player is unsure 
about romantic storylines in the first place, then they could become especially 
bitter if the Dungeon Master is too heavy-handed in trying to get them 
involved. If a player is enjoying romantic angles, however, their consent is still 
important to moving forward. 
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At all times and in all aspects, players deserve options. If a player doesn't 
want their character to be pursued by a persistent character (PC or NPC), then 
it's best to back off. Even if it seems funny, it can sour gameplay for a player, 
and they don’t deserve that. Players can also feel annoyed if marriage is 
constantly thrust at them when it's really not what they want for their 
character. Be careful with how often you remind them that society would like 
to see them hitched like everyone else, and beware of forcing a character to 
marry anyone. Remember, even arranged marriages in real life tend to be made 
with input from the couples-to-be; many families want their children to be 
happy, but need to make sure other considerations are taken into account, too. 


Explain how you anticipate marriage will work and how often it will 
show up in the game. It's a good idea to leave players a way out of the marriage 
market, in case they don't want to deal with it. Perhaps characters can go ona 
quest to be given the right to choose who and when to marry, or if they'll wed 
at all. They might be able to join a religious order to avoid the pressure, since 
religious vows may exclude marriage altogether. Or maybe they won't start to 
be pressured until they reach a certain age; before that, society will deem them 
too young to wed. If all three of these options are available, then players will 
have a variety of ways to bow out with grace. 


Talk to your group if you're uncomfortable with the romantic situation 
at hand, even if you have to pause gameplay. It doesn't have to be a major 
element of the story to be upsetting. For instance, everyone else at the table 
can feel cheated if one character tries to avoid every combat encounter by 
seducing enemies. Just because you have the Charisma or spells to do so 
doesn’t mean you should. A DM should also feel free to call for a time-out, if 
needed. After all, DMs only direct the flow of play; when players introduce 
sexual or romantic tropes on the fly, DMs can be caught off guard, disturbed, 
or disappointed. Despite recent teachings that the DM should always say “yes” 
to player input, this is one arena in which I must respectfully disagree. 
Everyone at the table must have the right to engage or withdraw, and at any 
point. 
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And since it shouldn't be avoided, let's address the most difficult aspects of 
consent in no uncertain terms. 


RAPE AS A STORY TROPE IN GAMES 


Many gamers express shock at the idea that anyone would bring rape 
into a fantasy roleplaying game, but it can and does happen, so it's best to be 
prepared. Whether we like it or not, rape is part of our lives, news, and media, 
as well as our catalogue of storytelling tropes. As a result, any of us could bring 
it into a game without considering the consequences first. Even if you think 
your groupmates would never think that way, rape can arise at any time, from 
either side of the DM's screen. And even if you think you know your group well 
and won't cause offense, you could face a storm of emotional responses that 
you didn't expect. 


The sad fact of the matter is that there's no way to know if someone has 
been raped, or has been affected deeply by the rape of a loved one, unless they 
tell you. People don't have to have been raped to have strong feelings about it, 
either, and since it's a sensitive topic, your groupmates might not have shared 
their views or experiences with you. 


Let me say that another way: Even if you game with lovers, lifelong 
friends, or family members, you might not know how they feel about rape, if 
they have been sexually assaulted, or if they've watched someone suffer the 
aftermath of an assault. There's so much stigma surrounding the topic that 
even your nearest and dearest may be hiding the worst from you, from the 
world, or even from themselves. This is no exaggeration. 


The consequences of forcing rape storylines onto a fellow gamer can be 
severe. That isn't an exaggeration, either. I've seen it myself and heard from 
quite a few other gamers about it over the years. Interjecting rape into a 
session without warning can evoke deeply painful feelings, memories, and 
trauma responses that are very real and very uncomfortable. If most members 
of a group insist it's fine and won't honor everyone's concerns, that will make 
a bad experience even worse. Friendships and gaming groups can be lost for 
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good because of this - and if you won't take the time and effort to make 
everyone comfortable, that's probably for the best. 


With all of that being said, I'm not writing this to say no one can or 
should ever use rape as a Story trope in tabletop games, even D&D. I'm well 
aware that not everyone will agree with me, but different groups have different 
feelings and boundaries, and if it's used responsibly, I've seen that rape can be 
a potent story element. It can be overcome, avenged, and transformed in 
legendary stories that showcase the best and worst in humanity. It can evoke 
empathy, showing us how good people should respond, and highlight crimes 
decent people should never do. Rape has already been featured in these ways in 
myths across the globe for thousands of years. 


This section offers advice on whether or not to proceed with mentioning 
rape in your games - and how to do so - after decades of experience. The first 
and easiest piece of advice I have to offer is to ask your group how they feel 
about rape in a gaming context, and if anyone objects, don't use it. If it comes 
up in a scene out of the blue, you should pause right away and ask if it's okay - 
and if anyone objects, roll back the scene and do something else. That doesn't 
mean there's no room for conversation. The DM can explain to everyone how 
they intend to use rape, such as by keeping any mentions brief; players can ask 
that it only affect NPCs, or for other exemptions. A group might negotiate 
enough that rape can be featured in certain ways, with everyone's consent. But 
no one should ever feel pressured to allow it when they don't want to deal with 
it. I mean, isn't that part of the very offense we're talking about here? 


How CAN YOU MANAGE IT RESPONSIBLY? 


So how can you actually use the trope in your games and handle it 
responsibly? Let's cover some common concerns and ways to approach them. 


Character backgrounds are places where rape often comes up for the first 
time in a campaign. In a way, this makes sense; not all characters are born as 
the product of loving homes, after all. In addition, traditionally, some D&D 
races were known to be violent (to the point that they were "usually evil" or 
"always evil" in alignment). In the past, half-orcs were said to usually be the 
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result of rape because of this reputation. Recent editions of D&D have moved 
away from this with good reason, but that doesn't mean that your group has to. 
Some groups might be fine with rape being relegated to a character's history, 
but this should be discussed with the group first, even if it's just one player's 
idea for their character. 


Sometimes gamers assume that force is an acceptable option when sex is 
available in a game and the setting is entirely imaginary. This is true whether 
it's an evil campaign or not. The Dungeon Master can go a long way in setting 
the tone for consent right out the gate. If forced sex isn't going to be allowed at 
all, the DM should say so beforehand and enforce that boundary if a player 
disregards it. The group shouldn't automatically assume bad things about 
people who want to use rape as an element in a game, however; it's been a part 
of storytelling since ancient times by plenty of people who weren't rapists. 
Mentioning it doesn't mean that the person approves of it in real life. At the 
same time, a group shouldn't be afraid to state their preferences clearly. 


If you're in an evil campaign, it's far more likely that rape will come up. 
Evil campaigns offer players opportunities to do things in character that they 
normally can't do when they're playing heroes, and things they would never 
want to do in real life. Good characters can get away with some lying and 
stealing, and killing wicked enemies, but evil characters might feel like they 
can get away with doing anything to anyone. At any rate, players might feel 
entitled to try. The group could decide to leave the possibility of rape out of the 
running, even during an evil campaign, or to deal with it as an NPC-only 
prospect. It might be distasteful but bearable if it only happens between NPCs, 
or if a PC acts against an NPC off-screen, in general terms like: “Since we're 
looting the village, I'm taking a prize.” 


Rape amongst player characters is not advisable in any context. Even if 
you allow PCs to fight and kill each other, be aware that rape attempts will 
garner far more ill will than any other kind of attack, in and out of character. 
This is as true for evil campaigns as any others. If an evil cleric fails her saving 
throw and is knocked unconscious, it will be a nasty moment for the whole 
group if the fighter turns to his brother and says: “I get her first.” Just because 
a character is evil doesn't mean that the character will be okay with being 
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raped, or that the player will simply accept it as the price of walking on the 
dark side. PC vs. PC rape is one of the most harmful things you can allow ina 
game and should be avoided at all costs. 


If the group is amenable to using rape as a story element, it should be 
handled briefly and respectfully. It should be a humanizing aspect that isn't 
glorified, and it shouldn't be featured regularly. At no point should it be given a 
play-by-play account, mechanically or descriptively. 


What do I mean by that, exactly? Since tabletop roleplaying games rely 
on rules for combat, it can be tempting to treat a sexual assault like any other 
altercation: roll for initiative, try to attack or flee, and let the dice determine 
who gets their way and how much physical harm is done. If you’re used to 
rolling dice for every dispute, this might seem like the most natural and fair 
way to integrate rape into a scene. At least the victim has a chance to fight 
back, right? 


Relatedly, if you're used to detailed descriptions of battle in your 
campaign, you might not see the harm in describing a sexual assault. If your 
group enjoys gory combat, why would describing a rape be any worse? Some 
might also argue that "realistically," rape should be featured in descriptions of 
war. And yes, rape is quite likely to happen on a wide scale during armed 
conflicts - but lingering on it as just another tableaux of the horrors of war 
isn't necessary or kind to your group. No tabletop game is going to be 100% 
realistic, and in this case, that's a good thing. 


These approaches dehumanize one of the worst experiences we can 
endure, and use thin excuses to do so. Whether or not a sexual assault happens 
isn't just a matter of chance, or not being stronger, or having a weapon at 
hand. Graphically describing rape is likely to upset someone (and if it doesn't, 
it probably should); it's not sexy, it's not fun, and it's not fair. You don't have 
to be brutally descriptive to get the point across. And no, you don't have to 
include it to live up to some false standard of realism. A game will never 
sufficiently mimic real life conditions, and it's well past time we admitted that. 
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The best advice I have is to take a page from the horror writer's manual 
whenever rape arises in a game: don't try to show the worst; just the 
implication will be more than enough to affect your audience. Tabletop games, 
like horror movies, make use of our imaginations, and our minds will fill in 
whatever is left out. A few curt words from an NPC that hint at what happened; 
a brief description of crying that's ignored by soldiers who are laughing as they 
leave; the twisted pain on an NPC's face as they beg the PCs for justice fora 
crime they can't even bear to name...these brief details will convey what's 
happened without dwelling on it. Moving the scene along afterward should 
help keep the point from being dragged out and keep players from feeling put 
upon. 


Engaging consent in a mature campaign can lead to resonant results and 
lifelong positive impressions. Sex in gaming doesn't have to end with 
arguments or tears, although plenty of gamers have their horror stories. One of 
the powerful aspects of roleplaying is the ability to make choices from a safe 
distance and to see how they play out, without anyone having to get hurt. A 
worthy goal for every game is to make sure that no one walks away from the 
table feeling like they've been harmed by what they've experienced there. 
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TECHNIQUES 


BALANCE IT OUT 


The DM can set the tone from the beginning by balancing a bit of 
seriousness with fun. It's okay to laugh at sex, but for every scene in which 
romance is used for comic relief, try to add a scene in which romance matters. 
Maybe the whole group gets a good laugh when the hapless barbarian 
discovers his prostitute is actually a wererat - but only after he's naked and 
separated from his silver weapons. Maybe further down the road, the group is 
concerned when the paladin's girlfriend shows up with amnesia and no 
memory of who he is. By mixing it up, you let the players know that they can't 
expect every lustful encounter to be the same. Players can also try to vary their 
experience by having their characters seek a fun date one time, and an intimate 
date later on. 


SMALL MOVES 


To acclimate players to a game with romantic elements, start small. Let 
one major NPC have a sensual motive that the party is likely to take seriously. 
Maybe the party is sent to kidnap a nobleman that an evil cleric deeply desires 
(or, on the flip side, they're sent to retrieve him from the cleric's clutches). 
Either way, the rewards and adventure will happen, but this introduces themes 
of sexual conquest and possession. It won't seem so strange later on, when the 
party comes face to face with an alchemical aphrodisiac that really works, but 
also disables spellcasting ability for hours after the fact. Players should also 
start with less complicated overtures if romance is new in the game or new to 
them. A player character could have some quick flirtations along the road, 
building up to looking for a partner when they're back in town. 


UsE NPCs FIRST 


Introducing romantic elements via lesser known or distant NPCs can be 
the best way to start, since you have more leeway with NPCs in any given 
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situation. Players can take experiments with their characters very personally, 
and they can feel proprietary interest in their character's friends, family, and 
related NPCs. If it seems like you are picking on NPCs they like, the players can 
start to feel resentful and to treat all NPCs like stage dressing. But people they 
don't know well have their own lives and are ripe for drama. Over time, you can 
move closer to the PCs, until you involve them directly in romantic plots — or 
they try to create hijinks of their own. 


START WITH THE SHINY 


There are many ways to involve the player characters in attraction and 
courtship, which are easy places to start. Player characters tend to be shiny, 
with higher ability scores, fine clothes, enchanted gear, and plenty of extra 
loot. They also tend to have the worldly experience, endurance, and mystery 
that come with being adventurers. Unless they're slumming it, player 
characters are going to stand out and people are going to come calling with 
everything from flirting to gifts to offers of marriage. There is plenty of ground 
that can be covered before ever getting to an outright sexual scene. Players 
should also keep their characters' best qualities in mind when they enter the 
scene. You might actually try to get extra attention from the opposite sex by 
donning your character's best clothes for a night on the town. 


ASSERT YOURSELF 


This is the same place that players can start if they're interested in 
romantic storylines. A player can ask the Dungeon Master to include a lover or 
spouse as a part of their backstory, so the character starts the game with an 
attached NPC. Or a player can find an NPC during the game and make friendly 
overtures. It might still be best to start with NPCs so that other players don't 
feel uncomfortable, especially if you don't know the other players very well. 
You can then try to shape the encounter by the way you address the DM. If you 
approach an NPC in character, speaking from your character's viewpoint, then 
you are trying to create a scene. If you ask to make dice rolls and keep things 
out of character, then you are giving the DM clues that you want to remain 
removed. 
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PLAY TO THE ROOM 


Sometimes people feel uncomfortable dealing with romantic exchanges, 
especially when the DM and the players are of the same gender. To cut down on 
awkwardness, it can help to adjust your style. Some people feel silly trying to 
sound like the opposite gender, but if your group is having fun, chances are 
they won't mind some experimenting. If you start to feel better about it, you 
will have a fun skill under your belt. If you don't, however, there's no rule 
saying that you have to do extensive voice acting. Just describe what people say 
so everyone can hear it. 


Using the third person when describing romantic details can create a 
sense of distance and literariness. ''When the village invites the party to lunch 
with them, your character notices that the same girl is smiling in his direction, 
but trying not to look too long." Including dice rolls (and perhaps focusing on 
them) can help to reinforce the sense that the scene is a part of a game, with 
strategy and goals. ''He catches up with her and tries to make friendly? Which 
type of roll is he going to try to make to do that?" Limiting the time that is 
spent on romantic scenes can put the group at ease, as well. 


FADE TO BLACK 


Roleplaying the graphic details of sexual encounters might not be the 
best choice for a few reasons. Unless every romantic encounter involves the 
whole party, it's likely that most of the group will be off to the side, bored or 
wondering why one player should take up so much time. The Dungeon Master 
should keep an eye on the clock and get back to the rest of the party with short 
delays, to keep everyone entertained. And unless your group is interested ina 
minute-by-minute description, you will want to guide scenes so that they end 
in a ''fade-to-black." You've seen the technique in films, when lovers close in 
as the camera steadily goes dark. The scene ends and the audience knows that 
sex has occurred off-screen. The next scene starts later on, and the story 
continues. The sex isn't ignored, but it isn't shown. 
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It can end up sounding something like this: “She grabs you by the hand 
and carefully sneaks upstairs while the party continues. Roll for avoid being 
seen. Although you almost stumble, it doesn't seem like anyone notices you. 
Roll to see if you can find an empty room by listening at the doors while she 
plays lookout. The two of you make it to an empty room and lock the door. She 
says, 'I wonder how long we can stay up here before someone comes 
knocking...' Are you willing to find out? All right, then. You spend the rest of 
the party with her, and sneak out the window when the family is heading to 
bed.” 


BLUE BooK IT 


Some people suggest that, if players want to continue a sensual scene 
with great detail, the DM should arrange to do so later on, in writing. When we 
were in high school, my first DM would pass folders with lined paper to his 
players during the day. He would start a scene, then they would write a reply 
and give the folder back to him so he could continue it. This back-and-forth 
exchange could go on all day. Since it's now 2010 (and not the mid 1990s), it 
would be easy to ask players to carry on in email, on a message board, or some 
other electronic medium. The DM could deal with the results later, and other 
players could choose to read the scene if they're interested. 


Don't BAIT AND SWITCH 


It's important to remember that many people come to the table 
expecting a particular genre, and return to the table because they want to play 
that genre. Gamers can also enjoy a steady supply of variety: some combat 
here, some roleplaying there, with hijinks and mystery thrown in. If sex takes 
over and the rest of the world falls by the wayside, some players might feel like 
they've been cheated out of the game they signed up for. Although you should 
run games you enjoy, you must always keep the players in mind. If you 
discover that you want to run or play a more sex-based game (or dispense with 
the game and stick with sex fantasies), you might want to start another game 
for that purpose. Don't change the major tone of a game without being sure the 
group wants to follow. 
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THE SEXUAL CHARACTER 


Characters have their own sexuality, whether or not they've actually had 
sexual intercourse. They arrive at the gaming table with their own 
predispositions, awareness, and expectations. You might not be aware of these 
things at first, but there's no rush to cover all of the bases at once. Over time 
such details might come out during play, or you might develop them on 
purpose. 


SEXUAL HISTORY 


If your character starts play as a full-fledged adult, try to imagine what 
their love life has been like. Have they been spurned regularly, or are they used 
to admiration? Have they been burned by love, or by one lover in particular? 
Are they restrained with their emotions? Or are they trying to flee a match that 
was made against their will? These details can reveal more than attitudes — 
they can be the start of adventures. 


MORALITY 


Since games often rely on stereotypes, you can refer to the different 
groups your character belongs to and see how they've affected his sexuality. An 
easy place to start can be alignment. How does your character's moral outlook 
govern their romantic conduct? You can fall back on the expectations for your 
alignment and go with the marriage-bound paladin. Or you can play with those 
assumptions, and create a chaotic evil character who is gentle with lovers — so 
his victims will feel guilty later about the pleasure they shouldn't have felt. But 
keep in mind that anyone can err, and alignment alone doesn't dictate a 
character's relationships. 


RACE 


A character's race can be a more complicated matter, though you can 
base your ideas on the larger stereotypes at work in your game. If dwarves are 
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stodgy and prudent overall, then you might declare that they are usually 
straight and monogamous, marrying one dwarf for life. Instead of making such 
general statements about the multitude of different races, I suggest you weigh 
the following aspects for whatever race you want to develop: 


ENVIRONMENT @& HISTORY 


Arace that is traditionally tied to a particular environment will be 
affected by it, if only through customs. Dwarves who are used to spending 
months in silent underrealms could be masters at keeping quiet during sex, 
and might hold moans of pleasure to be taboo. Elves might have sex whether 
people are watching or not, since there is nothing shameful about the act and 
they have seen it all already. Likewise, history can take a toll on people. If 
half-orcs are shunned and hunted, they might mate with any other half-orcs 
they meet so they can experience some interludes of pleasure. If halfling 
populations have dropped terribly because of famine and war, they might look 
down on purely recreational sex for a while and offer incentives to new 
parents. Races that are spread across different regions will probably break 
some racial stereotypes in favor of local events. 


ALIGNMENT 


If an alignment is associated with a race, it will probably impact sexual 
practices. You can imagine how alignment affects marriage expectations and 
other romantic aspects. You might also want to ponder how your character's 
alignment has come into contact with the alignment of their race. For example, 
in one game I ran, Grabthroat Shinkicker was a dwarf who left the mines young 
and fell in love with the sea, of all things. He always stood out at home because 
he didn't like to follow ironclad rules, and his chaotic good alignment matched 
his freewheeling sexuality. Not only did he have a lover in every port, but he 
liked to experiment with different races and was dead set against getting 
married. Many other dwarves thought he'd spent too much time with humans, 
or pitied him as a lonely man with no understanding of the finer things in life. 
Grabthroat got pretty sick of those attitudes and generally preferred other 
races to his own until he met a dwarven cleric who saw him for the good dwarf 
he was. 
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LIFESPAN 


It's difficult enough for humans to create lasting bonds, and they're only 
given a maximum of 70 + 2d20 years to live. It's quite another thing to face the 
prospect of lifelong commitment and fidelity when you're an elf; you reach 
adulthood at 110, but can live up to 350 + 4d% years in total. That's a long time 
to get to know someone more than you thought you could. That's a long time 
to argue and separate and be tempted — as well as to grow bored and 
experiment. While some longer-lived races might still expect exclusivity from 
their members, others will be open to serial monogamy, polyamory, temporary 
marriage, or other arrangements. And while some races will have their taboos, 
others will accept a wide variety of sexual practices — if only to pass the time 
more enjoyably. 


RELATIONS WITH OTHER RACES 


If races are known to be steadfast allies, they might also be regular 
lovers. Half-elves stand as proof of the fascination that flares up between 
humans and elves. Gnomes and halflings often find their lots thrown in 
together, and since they're the same size in a world of larger people, they can 
easily pair up for fun. Whether or not children can result will largely depend on 
their type (see the Pregnancy section for more details). You might also want to 
assess how half-breeds are received by their parent races. 


SEXUAL ORIENTATION 


Regardless of whether orientation is a matter of biology or choice or 
something in between, it is a part of acharacter's sexuality that can be good to 
know — but difficult to bring up in-game. Since every group is different, it's 
best to approach your group before adding the element to the mix. On one 
hand, many of us want to encourage a sense of openness and mutual respect 
that isn't affected by sexual orientation. On the other hand, some people don't 
want that, or don't want to deal with such a hot-button issue during their 
weekly escape. If a compromise can be reached, the group might be better for 
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it. But if there is a major negative reaction and people aren't willing to 
compromise, then it will probably be more enjoyable for everyone if you find a 
group that is more comfortable with sexual orientation before proceeding. 


In any event, it can be helpful to specify the line between yourself and 
your character. Just because you play a character who is gay doesn't mean that 
you are, and vice versa. It can also be easier to introduce sexual orientation into 
a game through NPCs, since they are at a greater distance. But if your group is 
happy to add orientation, then you might want to play with expectations. A 
good example of this is the character of Lafayette on the television show True 
Blood. Though he might wear makeup and loud clothing — and makes no bones 
about being gay, even in a small Southern town — his muscles and 
confrontational nature provide an effective contrast to his feminine touches. 


It can be good to think about how your character's sexuality was 
received, and if you're a Dungeon Master, you might want to think about how 
different places handle orientation. Some societies might not care at all; if 
you're a citizen in good standing, who cares who you sleep with? A few cultures 
might not have much to say so long as members produce children during their 
lifetime. Other societies might punish one orientation harshly, or more harshly 
than others. The goal should not be to torment a character for their player's 
choice or to ridicule one orientation, but to open up new adventures for the 
group. Maybe the PCs can make a difference in local laws and work to change 
cruel customs. 


Consider the intersection of race and sexual orientation, as well. Do 
dwarves refuse to acknowledge gay children? Or do elves expect other elves to 
be bisexual, to the point that being gay or straight is ridiculed? Is it taboo to 
ask a halfling their preference unless you're looking to find out first-hand? 


But whatever you do, keep an eye on how orientation is portrayed. 
Sometimes we fall into stereotypes without meaning to, and you should be 
building a character — not a caricature. If someone at the table is making one 
too many jokes or acting in a mean spirit, anyone at the table should feel free 
to say they're not happy with it. If you notice you are relying too much on 
cookie-cutter models of gays or heterosexuals, take a bit of time to adjust your 
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approach. If you feel like someone is taking it too far, talk to the group before 
or after the session. Don't just let it pass, because you might not be the only 
one who's disturbed by it. 


VIRGINITY @& CHASTITY 


In real life, many societies value female virginity and chastity well above 
that of males, but fantasy cities don't necessarily have to follow suit. Even our 
own world isn't consistent about such attitudes. For example, virginity beyond 
a certain age is often greeted with worry or suspicion (at least where I'm from). 
A former neighbor of mine was a lovely 28 year old woman, but when people 
found out she was still a virgin, many automatically wanted to know what was 
wrong with her. That she was visibly beautiful and healthy only seemed to 
deepen their suspicions. 


But there are many ways that these aspects could be different for your 
character, in your game. If a culture is sexually open and encouraging, 
inexperience of sexually mature people might be deemed a bad thing, a point of 
selfishness or willful ignorance. Or, if you lose your virginity too soon, elders 
might “fix” it with magical spells that heal the body and erase the experience 
from the mind. Chastity could be voluntary, or commanded by a character's 
god (and in some settings, the gods can have very direct influence). On the 
other hand, it might be enforced by spells or magic items, or completely and 
totally valueless. Reliable birth control and spells that detect the parents of a 
given child can affect attitudes about these things, which in turn will affect 
customs. 
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ATTRACTION 


Sometimes attraction occurs as an organic result of game play, when 
characters meet and pursue each other because they are naturally drawn to one 
another. While they might use spells and skills on each other later, no spell or 
skill use caused their initial interest. This can be a very fun and easy way to 
introduce romance to a campaign, and while it can be completely unscripted, 
you can try to introduce characters who will appeal to others. You can try to 
encourage natural attraction based on what you know about the characters, but 
you can't truly force it to happen. For example, a Dungeon Master might throw 
a strong and loyal NPC in the path of the party paladin, who's been lonely for 
company. The DM might be pretty sure the paladin will enjoy the NPC's 
attitude and actions, but no one can predict how well two characters will hit it 
off. 


Other times, attraction in a roleplaying game can be introduced because 
the Dungeon Masters and players are looking for opportunities to do so. In real 
life, people scope out their surroundings looking for others to flirt with or talk 
to. As a player, you can start to ask the Dungeon Master about the NPCs who 
are hanging around. If you're just looking for someone who's interesting, the 
DM could ask you for a basic perception check. If you're actively searching for 
the wealthiest person around, the DM might ask you to roll to appraise the 
crowd's relative worth. If you're trying to notice someone who's noticing you, 
the roll might be different. Spells and items that add bonuses to such skills 
naturally reinforce those rolls, as appropriate. From there, initial overtures can 
be just a lie or introduction roll away. 


Spells and items that help to charm people can be used to gain 
someone's attention, whether they like it or not. Be aware that such effects 
usually wear off, and when they do, targets aren't likely to be happy about 
being manipulated. Also keep in mind how the law might get involved when 
magic is used to force intimacy. But most of all, be careful about using magic to 
compel the player characters; if you must do so, keep it to a limited duration. 
Players often chafe when their character's free will is taken away from them, 
or when they're forced to act against their character's direct wishes. Few 
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things can be as annoying as a love interest you didn't ask for and can't get rid 
of. 


As a Dungeon Master, it is part of your job to make interactions come to 
life. So think about the things that let you know someone is attracted to you, 
and build from there. Meaningful glances, “happenstance” meetings, 
bumbling conversation, and other clues can lead to more. Watch a few movies 
or television shows that show those first steps and keep an eye on how the 
characters move and speak. Try to use a variety of cues and responses, as well. 
Perhaps a few characters are open flirts, while others tease or are reluctant. 
Maybe a few NPCs are touchy, easily offended, or skittish. If every overture is 
accepted, romance is likely to grow stale and feel forced, so allow for some 
failures. Definitely think about obstacles that might stand in the way, like 
disapproving parents or obligations that force lovers to part for a while. Few 
romances are as epic as the ones that lovers have to fight for. But don't make 
every overture a complete disaster, unless you want to scare your players off. 
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Motivations for attraction are manyfold. Physical details are generally 
the first to be noticed; alluring colors, shapes, and scents draw us in. This can 
be represented by a character's Charisma rating, but keep in mind that overall 
physical condition (Strength, Dexterity, Constitution), clothing, and 
adornment play their part. Keep in mind that player characters tend to have 
higher statistics than the average Joe, and for that alone they will be 
distinguished. They might also be wearing finer clothes and jewelry than most 
people can afford, thereby making up for average or low Charisma scores. Rich 
NPCs can also adjust the playing field according to their pocketbooks. 


For example, a lower-Charisma character might spend more money on 
nonmagical perfumes and a rich wardrobe, granting themselves a temporary 
bonus (say, +1 per 50 gp spent, maximum +6) to social rolls for an event. For 
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every occasion that the gear is used in public again, the bonus decreases by 1 
until it is gone. Or perhaps aristocrats inherit magically enchanted clothing, 
with social benefits that don't expire. If you have wanted to make use of varied 
clothing, cosmetics, and perfumes — what I think of as social gear — in your 
games, this could be the perfect place to do so. 


Apparent wealth is a draw, and there are many ways to show your good 
fortune. Characters can own land, vehicles, fine furnishings, animals, and 
command servants, but they also carry wealth in their armor and weapons. In 
fantasy settings, a lot of magical gear looks impressive, since it's studded with 
gems and etched with runes. Though enchanted items might be more common 
in major cities, some will stand out more than others, and few would be 
considered commonplace. People's jaws will drop and invitations will come, 
even for the most unassuming guy in enchanted mithril full plate. 


Sometimes it's what people are doing that makes us pay attention in the 
first place. Characters have plenty of opportunities to show their skills, 
regardless of what they are. A bard might be delivering a virtuoso performance, 
a monk might be meditating with a serenity that shines, or a cleric might be 
tending the sick for free. And then we have displays of fighting prowess, which 
are bound to gain someone's notice. During the course of a normal day's work, 
characters can end up with an offer of a drink, or more. Indeed, the more 
experienced and even dangerous a character looks, the more romantic 
attention they might get. 


Other times, it's the way that someone makes us feel when they're 
around that makes us come back for more. The rising of pulse and 
temperature, the electric sensation someone's hands have, even during a 
casual touch, and the lightheaded sensation when they're lingering nearby can 
make a lasting impression. It could be that the player characters start to feel 
such things, or that would-be lovers confess to those sensations. Either way, 
these are details that gamers will recognize. 
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ATTRACTION IN REAL LIFE 


It's possible that some genuine attraction can start to develop between 
players, or between a player and the Dungeon Master during the course of 
romantic stories. If everyone is single and not threatened by the idea, this can 
work out perfectly well and can even make exchanges more fun. I've 
experienced this directly, more than once, and with great results in my gaming 
and personal life. Most of the time, it's not planned; people just start to 
gravitate toward one another, or see something different in each other, or at 
the very least find a bit of an edge to their characters' flirtations. Sometimes an 
edge is all it is, and all it remains. 


But it's important that real-life chemistry doesn't start to hog the 
spotlight or slow down the game. It might be tempting to give interactions 
between player characters a lot more emphasis, or the players themselves 
might keep going as long as they can get away with it. But everyone at the table 
is there for their turn to shine. The Dungeon Master needs to make sure 
everyone is getting roughly the same amount of attention. If enthusiastic 
players want to continue a scene well beyond where the group wants to go, see 
the Techniques section for advice. 


It is also important to realize that the line between fantasy and reality is 
easily blurred, especially when jealousy rears its ugly head. Players can come to 
resent sexual tension. Couples who game together might become jealous if 
their characters get involved with people outside their relationship, or if 
chemistry seems to be developing outside of the relationship. Sometimes the 
hook-ups that really shouldn't happen in real life do happen. And there are 
people who consider romance in roleplaying games to be a form of emotional 
cheating, even if the stories are entirely fictional. While these things might 
seem silly or far-fetched, I have seen them all come up over the years, causing 
varying degrees of strife. 


The best advice I can offer is to keep an eye on what is happening inside 
the game. If too much tension builds up, see if you can move the scene along or 
otherwise defuse it. If individuals seem to be having trouble, see if they'll talk 
to you about it before or after a session. You can't be held responsible for what 
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other people do, and you certainly can't be blamed for what they do outside of 
the game, but you can try to make everyone comfortable at the table. 
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COURTSHIP 


Attraction sometimes enters the realm of courtship. If characters are on 
their own in a fairly open society, wooing might not be difficult, lengthy, or 
even required at all. Characters could meet privately, even without being 
properly introduced, and engage in sex without much censure. But in many 
societies, people watch and keep couples from being too free with each other. 
Families want to be involved, and friends take offense if codes of conduct are 
breached. If you're looking to add a sense of chivalry and lawfulness to your 
game, this can be a way to do it. Courtship is usually a path to marriage, but it 
can also be the acceptance of a lover in someone's life — and it can involve all 
kinds of quests and rituals. 


The early stages of courtship tend to involve keeping a couple in the 
public eye. A suitor might be involved in a family function, which in D&D could 
be everything from a party to a joust. A chaperone might be sent along if the 
couple goes out together, and there's nothing like your Uncle Paladin to put a 
damper on an evening. A suitor might be expected to attend functions with 
other suitors, which can be highly entertaining. The point is to see if the couple 
and family approve of each other, and yes, to prevent sex from happening too 
soon. It might seem outdated to some of us, but it can be a fun point to add toa 
game. 


Later stages of courtship allow for more private visits and a few more 
liberties. They might also involve challenges and quests. Parents might expect 
a dowry, or the head of a fearsome creature, or a magic item. They could 
require a suitor to avenge a slight or act as a diplomat for the family interests. 
Slowly but surely, so long as they pass muster, suitors should be drawn closer 
and closer to their love and to marriage. (For a more modern example of 
courtship, watch the way that Michael Corleone woos his Sicilian bride-to-be 
in The Godfather. Courtship doesn't just happen in knightly stories.) 


For lovers who can’t be seen together, hidden intimacy can be exciting 
and dangerous. It involves sneaking away from notice, meeting in remote 
places, and sending private messages. Skills like Bluff, Disguise, Intimidate, 
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Sleight of Hand, and Stealth can be as useful for sneaking around a city as they 
are for sneaking around a dungeon. Magic can be used to ensure privacy 
(alarm, hold portal), send messages (animal messenger), slip past guards 
(sleep, disguise self), and make use of out-of-the-way places (reduce person). 
Class and race abilities can come into play, as well. A mini adventure can 
involve being able to spend time with that special someone before the break of 
day, ala Romeo. 


While advanced options can make these things easier, they aren't 
fool-proof, and too much magic is likely to get expensive. A character can use 
something like a flower code, in which flowers of different colors have 
different meanings. These meanings will likely have local significance; trying 
to use the flower code of another place without knowing the ropes can impose 
up to a -6 penalty on the character's Bluff roll. The flower seems harmless, but 
when delivered to a lover, their Sense Motive might decipher the right meaning 
for the color and arrangement. Without words, a lover can deliver messages 
about: faithfulness, being wrongly accused, apologies, doubts, jealousy, initial 
fascination, determination to win affection, reassurance, meeting location and 
time, warnings, disappointment, disapproval, and offense. (For a more 
in-depth list, click here.) 


If worse comes to worse, a couple might need someone trustworthy to 
pass messages back and forth. A servant is a traditional choice, like Juliet's 
nurse, but bards easily get involved in such entanglements. A couple might 
find each visit a sympathetic cleric, or an unassuming sorcerer. Adventurers 
might help other members of their party, not only by passing messages but 
also by giving reassurances. This can be a good way to get more than two 
characters involved in a courtship. 


Those who haven't been able to find a worthy suitor on their own can call 
on matchmakers to find someone appropriate. Matchmakers are usually bards 
adept with local social customs and navigating family trees to find the most 
profitable matches. They are also supposed to look for partners with similar 
attitudes and goals, so the best long-term meshing takes place. Matchmakers 
are by no means perfect, so they tend to introduce several candidates over 
time. But if they fail too much or too often, their reputations suffer, so they 
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work hard for amicable meetings. If a character is new to an area or is looking 
for an upper-crust pairing, a matchmaker could help. 


Though it sounds like nothing more than a pain in the ass, there are 
many reasons that societies support courtship. Parents value the safety, 
innocence, reputations, and futures of their children. Friends will also be 
concerned about matches that are good tempered and friendly. The nobility 
have the most to lose through marriage, since they own so much to begin with, 
so they are likely to put extra weight behind protracted courting. And it must 
be said that some people just want to control others and to make demands out 
of selfish interests. Choose the flavor of courtship that interests you the most 
and go with it. 


When a couple has proven themselves ready and worthy, they will often 
be urged to marry. 
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MARRIAGE 


There's a dizzying array of marriage customs in real life, especially if you 
consider different places and historical periods. The things that we take for 
granted about holy matrimony — like the idea that it should be rooted in 
romantic love — have not always been the norm, even in our own society. And 
the things that can seem far away in our world, like divinely backed wedding 
vows, can be all too close and personal in fantasy games. 


If you want to keep things simple, you can reproduce attitudes about 
marriage that your group is used to. It can be reassuring to see that dwarves are 
as iron-clad about being married as you might expect from their general 
reputation. But if you want to make characters feel unique or challenge players 
to navigate cultures unlike their own, you should think about playing with the 
various aspects of marriage. Tweaking the way that one part works can be 
enough to provide your game with an authentic feel and an experience that 
your group will tell stories about. And when players embrace the element of 
marriage, they will interact with it on their own terms and recall the weddings 
of their characters with a tinge of pride. 


If you’d like a quick way to generate marriage customs, please check out 
the Appendix at the end of this guide. As a D&D gamer, I know that the way toa 
DM's heart is through a well-appointed and informative chart! 


You can also randomly roll up all sorts of marriage customs at the push 
of a button via Thundermark's online generator, which is based on the ideas 
you see below. Thank you Thundermark for putting a generator together! 


PARTNERS 


The first thing to consider is the number of partners who can be joined in 
aunion. The common, monogamous arrangement of one man and one woman 
is just one possibility. Two partners of the same gender can be wed, as well. 
Polygamous unions will join one man and multiple women, while polyandrous 
unions have one woman with multiple husbands. A group marriage could be 
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allowed, too. An interesting possibility, given the nature of some fantasy 
settings, is a union between a mortal and a divine representative, like a 
celestial, or a demigod or deity. After all, it's one thing to be married in the 
sight of a god, and another thing to be the spouse of a god in and of itself. 


Keep the interplay between these options in mind. If one religion allows 
any of these arrangements, its church could be the primary wedding place in 
town. If various religions allow for monogamous weddings, but only between 
couples, group arrangements could be shunned in the area. A country could 
have taken on polygamous and/or polyandrous marriage customs because of 
imbalances in the ratio of men to women. 


Making this choice could lead to other choices about related laws and 
customs, and could lead to many adventures. If multiple men are married to 
one woman, does the First Husband act as the alpha of the group? And does he 
get special legal consideration when and if his wife dies? A society might 
sanction up to five people in a union to foster long-term growth and variety, 
while forbidding sex outside of the very generous terms of marriage. The 
“brides of Zeus” might gain access to extra magical abilities and gifts while 
they are in good standing — but what happens when Zeus' affections run out? 
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WHO DECIDES? 
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A person's freedom to choose their own mate, despite any family input, 
can be taken for granted. It is a relatively recent thing, historically speaking, 
and it's not without complications. For one thing, being able to marry doesn't 
mean being wise enough to choose a suitable partner; not everyone has a high 
enough Wisdom score. Characters who are on the road could expect to choose 
their partners at home, but might not be allowed that freedom in another 
location. If a character comes from humble origins, they could have more 
freedom about marrying because they have less to lose and less to gain. But if 
characters act on their own, they might not receive as many benefits from 
marriage as they could. 


Family can play a large role in selecting a partner, since disapproval and 
strife with family members can keep a wedding from even taking place. If the 
families involved are expected to pay for things like a dowry, wedding services, 
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or gifts, they could have more power in the process than children like. Since 
matriages can pass on things like titles and inheritance rights, families could 
have the law on their side when it comes to the final vote on a bride. The upper 
classes often have more restrictions on marriage because of the gamble 
involved. Thus, in some instances, the family gets the only vote that matters. 
Even if the family cares about a child's happiness, they could still require their 
offspring to marry someone because the elders require it. 


Friends can also have a hand in the decision, although their influence is 
more socially than legally based. Social ostracism is a possible downside of a 
“bad match,” and no one wants to feel friendless. Members of a character's 
adventuring party can have double the influence of run-of-the-mill friends. If 
your party has saved your life for years but hates your husband-to-be, you 
might think twice about heading to the altar without their blessing. 


Last but not least, a third party could be drawn into the deliberations in 
the form of a matchmaker. A matchmaker might be assigned by a church or 
institution, or they might be hired to serve a family's long-term interests, 
while at the same time providing a harmonious match for the client. 
Matchmakers are knowledgeable about family lines, local history, alliances, 
slights, and other bumps in the political landscape. They are expected to weigh 
many variables and to choose the best suitors to introduce to the client at 
hand, but they are also supposed to help the client choose a happy pairing. At 
best, the matchmaker can get the family and their client to agree on a mate. At 
worst, a matchmaker can side with one side or the other, providing a 
much-needed tie-breaker. 


OFFICIALS 


It's worth asking who can perform marriage ceremonies for members of 
a given faith. Given the mystical elements of many settings, it's unlikely that 
government officials will hold much weight in this arena, and since there can 
be many different gods, there's likely to be more than one standard. But if any 
cleric can supervise weddings, then it's just a matter of finding a character 
with cleric levels (and, possibly, the right alignment). If only higher-level 
clerics can bless a union, then run of the mill priests will not be enough and 
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true marriages will be harder to come by. Such a simple decision will affect 
NPCs and PCs alike, since divine player characters (clerics, paladins, and 
perhaps druids) could be approached for just such a task. 


But there could be further requirements for the marriages of 
higher-level members of a faith. If one type of creature is required, then 
finding the official for a wedding can become its own adventure. A nature deity 
might want their powerful followers to be joined by a beauteous nymph, while 
an evil god might demand that a couple face and survive a medusa's glare 
before she officiates the ceremony. Giants might have to defeat an elder in 
single combat to gain his cooperation. And any creature might be needed for a 
supporting role. For instance, a music goddess could require that her devotees 
be married while lillendi play hymns within 30 feet of the couple. 


CEREMONY 


While it might seem like a simple question, there are many elements that 
can go into a wedding service. Witnesses could be required, either of a certain 
number or relation or type. Since holy (and unholy) ground can be a physical 
reality in fantasy, it might be needed, and in an unblemished state. A certain 
amount of money is likely to be required, not just for the necessities but also as 
a tithe to the god in question. Magical tokens and spells could be considered 
necessary, and if it's an evil ceremony, live sacrifices could be in order. There 
might be things that characters are expected to do at their wedding in order to 
earn their new status. The god of performance might only grant his blessing if 
the couple's wedding performance meets a minimum standard. The divinity of 
doorways might only smile on the union if the bride and groom each best two 
suitors in single combat (with suitors representing a face of the deity). 


Vows 


There are many things that a marriage contract could ask its participants 
to do or refrain from doing, depending on the society. Rules about sexual 
fidelity, the legitimacy of offspring, expected levels of support, and the 
duration of the marriage are easy to expect. We hear them in our own world, 
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after all: “For richer for poorer, in sickness and in health, to love and to 
cherish, till death do us part.” But vows are expanded to include other details, 
or personalized to fit the couple's expectations of each other. Many modern 
couples leave off any mentions of “obedience” to their spouse, for instance. 
Players who are enjoying marriage in a game might really enjoy the 
opportunity to shape their characters' vows. 


These rules can be as specific as you'd like, even to the point of 
amusement, if it will add to the overall experience. Adherents to the goddess of 
wealth, for example, might be held to their vows so long as both spouses 
maintain church bank accounts greater than 1,000 gp. If at any point they 
remove the gold of their own free will, the investment in the marriage is over. 
Vows could include free spellcasting from your spouse at any time, or the 
offering of a deed once a year in your spouse's name. While such restrictions 
might seem tedious to player characters, they could easily lead to quests 
involving NPCs and their strange agreements. 


Keep in mind that some unscrupulous gods will accept marriages even if 
one party is not willing or is being duped by drugs or magic. Gods of trickery 
are infamous for accepting the forced marriages of hostages, or even of people 
who couldn't make the ceremony, but whose signatures were placed on the 
wedding certificates. 


BENEFITS 


What kinds of public and private benefits come with being married in 
your character's society? It could be as simple as admittance to a holy order, 
since you must be a wife in order to serve the Queen of Wives. A character 
might need to be married in order to inherit property, a title, or a throne; once 
married, a regular stipend will come in from one's holdings. The government 
could offer gifts to newlyweds, or to couples on their anniversary (which might 
be an incentive to stay together). Perhaps the husband of a sun worshiper is 
entitled to treatment in the sun god's church, even if he follows another deity. 
Or a dwarven noble, once accepted into the family tree, could gain minor 
Diplomacy bonuses with other dwarven nobles. If there is a dowry system, then 
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the family accepting a new member will be given a gift to take that person in, 
and the family giving up a child will no longer have to be responsible for them. 


MOTIVATIONS 


The greater the perks, the more pressure there might be to marry just for 
the lucrative benefits. In some societies, increasing your wealth is the primary 
reason that people expect to get married. Not only is such a motivation 
acceptable in a general sense, but it is viewed as normal, right, and good. 
Getting married for lust and love, on the other hand, might be frowned upon. 
After all, if you can have concubines in secret, why would you tie your fortunes 
to someone for life just to get a few thrills? It sounds like a bad bargain. And 
people with poor appraisal skills probably won't make it far in the cities of the 
Goddess of Wealth. 


This is just one example of the power that motivation can have ina 
matrriage and in society. Most societies have multiple intentions that are 
acceptable for matrimony, and any one of those reasons will be greeted with 
nods of approval. Many places have a couple of primary aims that are deemed 
to be the best, and one or two lesser reasons that are at least passable. But 
cultures might also disapprove of certain motivations, to such an extent that a 
new couple will be criticized, shunned, or actively worked against if they reveal 
why they've come together. 


You can easily create a feeling of a different culture with strange norms if 
you choose motivations that are less acceptable in your own neck of the woods 
in real life. Tying these norms into the government type (such as a monarchy) 
and the major religions can provide a stronger rationale for these customs and 
make your fantasy setting feel organic and alive. 


DURATION 


It’s one thing to say “Till death do us part” when you’re a relatively 
short-lived human with some distance between yourself and the hereafter. It's 
another thing to make such a promise when you have more contact with the 
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otherworldly realms and know a lot more about the journeys that souls 
undertake. If you worship a different god than your spouse, your religion 
might really mean that your togetherness ends at death. Deities do not always 
share holy realms or allow souls to cross boundaries between planes to be 
together, after all. This can make converting to your spouse's faith a very big 
deal, if indeed you must promise to love your spouse “into the forever after.” 


A lifelong pledge could be a reassuring and reinforcing tradition for 
some longer-lived races — but it could feel like an unbearable prison sentence 
to others. In this, perspective and attitude are key. Not only will race be a 
consideration, but alignment could also play a role in the expected duration of 
a marriage. A rough-and-tumble Chaotic Neutral frontier town could advise 
that people get married until the next great orc invasion (when some mates 
will inevitably be killed, and orgies will be held to replenish the town's 
numbers). A Chaotic Good enclave of elves sequestered deep in a forest could 
pledge to be wed until a particular river floods again, taking that as a sign from 
the gods to sever bonds and start anew. (For more on location alignments, click 
here.) 


The more aspects you fold together for these customs, the more they will 
seem to support each other and your view of the fantasy world. 


RACE, CLASS, AND GENDER 


Stereotypes can be dangerous things, particularly in the real world — but 
they can also serve us in gaming. While we shouldn't reproduce racist or sexist 
behavior in a way that offends our group members, it would be ignorant of us 
to ignore the possibility of prejudice in a fantasy environment. And 
exclusionary behavior seems to find a regular battleground in marriage. There 
have been laws about who can marry whom since the beginning of the custom, 
and while some tribes have used marriage to create peace, other groups have 
forbade weddings with people outside of a given race or culture. Real social 
penalties have been levied on children of mixed race unions, as well as people 
who have married too far “above their station.” Real benefits have been denied 
to those who want to join their lives and homes, but happen to be of the same 
gender. 
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So how do we use these elements tastefully? First, use them sparingly. 
Race does not need to be an inflamed issue everywhere the PCs roam; one city 
could be the model of segregation, while a neighboring kingdom could be 
accommodating to all who sign up for three years of military service. Likewise, 
be aware of the ways you link real world stereotypes with fantasy tropes. Strict 
rules about economic class will not only be found in evil societies, for example. 
Good people are not immune to prejudice, though they might eschew more 
violent or degrading ways of showing their distaste. Neutral places could seem 
relatively enlightened by allowing marriages for anyone who can perform a full 
military tour or some other strenuous work. 


Lastly (and always), keep your finger on the pulse of the group. If 
someone is quite ruffled, remember that they have had experiences you know 
nothing about and even though this is a game, it can reflect things in our world 
that cannot be changed,or cannot be changed fast enough to undo the damage 
to people's lives. If you have to leave off an adventure focused on racial 
inequalities, so be it; there's plenty of ground left to be covered elsewhere. 


Is IT FOR THE PCs? 


Some groups will give pause if NPCs are trying to get hitched or are 
already wed — but many groups will take it in stride. After all, people get 
married all the time, and marriage woes have been part of storytelling since 
Zeus and Hera (or Aphrodite and Hephaestus). A couple's interactions spill 
over onto others, making neighbors comment, scheme, and even pitch into the 
fray physically. A DM should have an easier time highlighting marital issues 
with NPCs, especially if those issues offer opportunities for treasure. But what 
about encouraging marriage amongst the player characters? 


Some players will not be open in any way to marriage for their 
characters; it's not what they come to the table for and they really don't want 
to deal with it. Frankly, since many gamers are adults, marriage in a game 
might feel like a bus man's holiday. You don't escape from your partner into a 
world of fantasy once a week by having to deal with an imaginary spouse. (And 
if you don't know the expression “bus man's holiday,” look it up; it still 
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applies to modern life.) Others actually want their characters to be able to play 
the field and will resist the ball and chain. 


Many players will become curious or outright interested if NPCs are 
presented vividly and if marriage seems to lead to interesting things. If all 
nuptials in your game are cursed with constant troubles, players could get the 
idea that marriage is another way for the DM to punish characters. But if there 
are benefits as well as struggles, and if wedded characters are enhanced by 
their ties, players might be more open to the possibility for their characters. 


If players want their characters to get married, by and large the DM 
should provide them with ways to seek it out. People enjoy different things at 
the gaming table, and it doesn't have to take a lot of time away from other 
parts of the game to let a player have a relationship. It can be most encouraging 
when players do make their desires clear and go after partners the way they 
would any other goal worth achieving. It can be fun to hear them scheme, and 
it can be easy to find ways for the whole party to be involved at some point. 


Unless the players agree beforehand, the DM should avoid forcing 
matriage, or the choice of a particular partner, on player characters. If the 
society or game seems to call for it, players should be warned up front; 
otherwise, it can feel like long-term DM meddling in the worst way. In the best 
case, marriage should remain an option that is open to the PCs, perhaps with 
some gentle reminders that it's there, but never forced down their throats. Few 
things can tie a player character to the fantasy world like the ties they make 
with other characters who live there — and few things can make a place seem 
alive like a spouse to share your adventures with. 
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PREGNANCY @ CHILDBIRTH 


WHO GETs TO BE PARENTS IN YOUR GAME? 


Some gaming groups never deal with pregnancy at all; it happens 
entirely off screen and NPCs show up when they aren't with child. Many 
Dungeon Masters confine pregnancy to NPCs and creatures, which can be very 
effective. One way to give NPCs depth and to give the impression that the world 
is moving on while the PCs are off adventuring is to show pregnant NPCs and 
the resulting children. Allowing for pregnant monsters and foes can 
complicate encounters and give the players pause, as well. Is it okay to 
slaughter kobolds who are carrying children? What happens when a detection 
spell uncovers a fetus who registers as evil in the womb (say, the product of an 
evil outsider)? 


Pregnancy becomes far more complicated when player characters are 
involved. Many people don't plan to become parents and not all reactions are 
positive. One of the few times I've seen someone literally gray in the face in 
real life was when a friend had just been told his girlfriend was pregnant. He 
showed up on my doorstep looking for all the world like someone had died. Ina 
way, something had perished: His image of himself had been irrevocably 
altered. It is easy to overlook men in the process of childbirth but their lives 
and their characters are affected, even if they choose to run away. These things 
should be kept in mind for male characters. How do relations with the mother 
develop? Are families involved? How do other relationships change - 
particularly within an adventuring party? 


Female player characters have these things to contend with and more. 
One of the more interesting things that happened when one of our female PCs 
got pregnant was that the party started to treat her differently. The other PCs 
wanted to keep her from doing the more dangerous jobs, even if that meant 
limiting her participation in the group - and even if she wanted to participate. 
They also sought new, magical measures to shield her from harm. None of us 
expected that protectiveness to kick in and it wasn't always pleasant. It can be 
helpful to keep in mind how people will react to a pregnant character, inside 
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and outside the party. A mother out of wedlock could face considerable scorn, 
and any mother-to-be might find that people take pains to be helpful. 


A PC pregnancy can easily sidetrack the whole campaign into difficulty 
and tedium, but it doesn't have to. Great storylines can be sparked by 
pregnancy. It can bring parties and key NPCs closer together, revealing allies 
the characters didn't know they could count on. It can be an interesting point 
for any villains. Will they call a truce or push even harder to take advantage of a 
weakness? But no matter what, the desires of the whole group have to be taken 
into account from start to finish. Many choices can be made but they should 
not be restricted to a pregnant PC or the DM alone. 


WHAT I’VE LEARNED 


A pregnant player character in my game offered me a great opportunity 
to experiment, but also a great opportunity to screw up in new ways. The group 
knew about our rolls for conception and was okay with the possibility of 
pregnancy. The party regularly bought and used birth control methods, though 
sometimes they took risks. I did not foresee that our pregnant character would 
feel utterly trapped by her circumstances. I had expected that if she wasn't 
ready she would take one of the available options or find a new one, but she 
was unwilling to abort or give up her child. I had hoped that if the player was 
unhappy she would say something directly, but she went with it. I imagine it 
only got worse as time went on because she wanted to be fit for battle. She had 
a cousin to rescue and bigger, worldly matters to attend; her pregnancy 
hindered all of that. 


From our game, I learned that while it can be okay for the character to 
feel trapped and alarmed by becoming a parent, it is important that the player 
be comfortable with the attendant changes. It is important not only to consult 
with the group when you allow pregnancy in the game, but it is also a good idea 
to check the reaction when it occurs. Discuss any rules changes so that the 
players know what to expect. Allow the player of the pregnant character to 
retain control of their character's personality as much of the time as possible. 
Pregnancy will hinder the stats and performance of a character, especially the 
further along she is, and it is okay to reflect that in the rules. A fair DM who 
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respects the players will try to implement rules that provide challenges 
without being insulting. 


You might be asking yourself what I mean by that last statement. I've 
seen some rules with harsh penalties for mood swings and other changes that 
disable pregnant characters quickly. Some rules were blown out of all 
proportion as a way to mock women and make pregnant characters provide 
comic relief. The worst rules took coherence out of pregnant characters so that 
they could no longer be themselves; instead they were forced into a narrow and 
hysterical role. These rules also asked players to engage in roleplaying 
gymnastics, jumping from weepy to grumpy and so on. It's not my intention to 
debate how realistic such rules are, and if a group enjoys them, so be it - but 
with such a tender topic, it is easy for players to feel insulted, and that is not 
okay. 


MECHANICS 


If mechanics are desired, they exist in various places around the internet 
and in gaming supplements like the Book of Erotic Fantasy. What is available 
might not suit your needs or cover extended parts of the experience, or at least 
that’s been my experience. I’ve had to piece systems together and come up 
with my own, and pregnancy has continued to arise in my games, so I've had 
plenty of time to think about it. My first suggestion, of course, is to decide on 
the rules with the group. If players are happy with the idea of their characters 
becoming parents, determine if they want more random chances for 
pregnancy. If so, then the contraception rules below can offer ways for players 
to influence their characters’ outcomes. If players want more control and the 
DM agrees, then highly effective magic spells (with short durations) can 
prevent pregnancy until their characters are ready. 


Finally, the group should discuss whether or not players want to make 
pregnancy-related rolls for their characters. This might mean that players will 
know what is going to happen in advance, but it could make them feel more 
involved and in control. If players would like to be surprised, then the DM can 
take over all rolls and present the results, but that should be an option, not 
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mandatory. Remember, players only get to control one character in the entire 
game. 


CONTRACEPTION 


0 
Magical, most effective 100-90% protection 
means 
Alchemical, highly effective | 89-60% protection 
means 


Common herbal and other 59-30% protection 
methods 

Rhythm and coitus 29 to 10% protection 
interruptus 


During sex, a contraception check is made by one character (the PC, if 
sex occurs with an NPC; otherwise, the players will have to agree on who rolls 
or the DM will choose). If using a 100% effective method, no roll is needed. 
Otherwise, if fertile, roll within the percentage to ensure protection; a result 
outside of the range indicates that a conception check needs to be made. 


Example: Aseir the paladin of Sune regularly uses lambskin condoms, which 
provide 70% protection. He rolls 89%, which is above the range given, soa 
conception check must be made. 


BASE FERTILITY 


Each character has a base fertility rating that should be determined as 
soon as possible, if not at character creation. These rates can be updated as 
circumstances change (such as age, curses, diseases interfere) or as levels are 
gained or lost. 
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Type Directions 


Highly fecund race Roll d100. On 1-3%, the character is infertile until 
(goblins, kobolds, significant technological or magical means provide 
lizard folk) aid. Otherwise, the character is 90-70% fertile. Roll 


until falling within the specified range. 


Moderately fecund race | Roll d100. On 1-5%, the character is infertile until 

(centaurs, humans, significant technological or magical means provide 

orcs) aid. Otherwise, the character is 70-50% fertile. Roll 
until falling within the specified range. 


Less fecund race Roll d1o0. On 1-7%, the character is infertile until 

(dwarves, elves, significant technological or magical means provide 

halflings) aid. Otherwise, the character is 50-20% fertile. Roll 
until falling within the specified range. 


Reduce fertility by 10% for each age category below adulthood (young 
characters generally cannot conceive at all and must at least be juveniles to do 
so), by 20% for each age category above adulthood, or due to extraordinary 
circumstances such as starvation, radiation, magical curses, and so forth. Once 
natural fertility is lost, it can only be restored through extraordinary means or 
not at all. 


Conception check: Average the fertility ratings of both parents (rounding up), 
then one of them or the DM will roll a percentile die. If the result is outside of 
the range, conception occurs. 


Example: Tika the halfling PC (an adult with a fertility rating of 39%) mates 
unwittingly with a juvenile silver dragon NPC in an alternate shape (78% 
fertile, -10 for being juvenile). No contraception is used. As the PC, her player 
rolls 80% and conceives. 
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FERTILIZATION 


To determine if fertilization results in twins, roll or decide if the mother 
or father’s race is predominant. Then roll a percentile die and consult the 
following table. 


Highly fecund race (goblins, kobolds, 1-20% 
lizard folk) 

Moderately fecund race (centaurs, 1-15% 
humans, orcs) 

Less fecund race (dwarves, elves, 1-5% 
halflings) 


If twins result, roll a percentile die to determine the type. 


d% Twin Table 


* Rates can be adjusted for races that have higher rates of multiple births. 


Example: Tika the halfling might have been less fertile, but she has conceived 
with a silver dragon. She next rolls a 25%, which puts her in line for 
non-identical twins. 
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PREGNANCY 


Each trimester brings new changes to the carrying parent. Since a wide 
variety of fantasy races exist, the carrying parent will not always be female; 
these rules, however, cover the basics for any race that gestates in a womb. 
Many changes do not need mechanics to govern them; they can be described by 
the DM or decided by the player. While they can be the source of jokes and fun, 
they should not be used to ridicule characters. As the body transforms to give 
birth, major shifts will affect a character in notable physical ways. If you wish 
to add mental/emotional changes and the group is on board, you may do so, 
but be aware that such mechanics can make a character into a caricature 
quickly and can make the player feel stymied in their ability to participate. 


FIRST TRIMESTER 


Sex begins to form in offspring of human-like races at the end of the 
first trimester; divination methods used before then are notoriously unreliable. 
Nausea may strike at inopportune moments. Each week, roll a DC 15 
Constitution check; failure indicates that nausea will be a problem that week. 


The character will make the same Constitution check at random each 
day, but not more than 1d4 times. Failure means the character is nauseated for 
1d20 rounds. Each successful check grants a +2 bonus on the next roll. At the 
start of the second trimester, the check should be made again. If the roll is a1, 
then nausea will continue to be a problem into the second trimester. 
Otherwise, it will fade away. 


SECOND TRIMESTER 


The character’s movement rate is reduced by a quarter and a -2 penalty 
applies to Dexterity as the body takes on weight and their center of gravity 
shifts. Magic can be used to ease or negate these penalties, but they will recur 
once the magic fades. 
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THIRD TRIMESTER 


The character’s movement rate is reduced by half. They also suffer a -4 
penalty to Dexterity and -2 to Strength. These penalties do not stack with 
those from previous trimesters and can be affected by magic, but they will 
automatically recur when the magic fades. 


Example: Tika succeeds at her first nausea check so her first week is free of 
morning sickness; every other week of her first trimester, however, she battles 
nausea. She succeeds on her roll at the start of her second trimester, so the 
nausea goes away for the rest of the pregnancy. She is able to adventure in her 
second trimester and relies heavily on her mount, Rasha the war dog, to carry 
her swiftly wherever she needs to go. Her party mate, the paladin Lance, stands 
ready to cast Shield Other at any sign of danger. As a Dexterity-based 
character, Tika decides to spend her third trimester at home, where she is safe. 
Her player creates another character to portray in the meantime but the party 
checks on Tika regularly. 


DOWNTIME OR RETIREMENT 


Women in the real world have worked hard and even fought for their 
lives while pregnant, so it is not out of line for pregnant characters to 
adventure while carrying. But as the process goes on, it will become more 
difficult to be effective and far more dangerous to the offspring if the carrying 
parent takes significant damage. The group should talk about whether or not to 
include a pregnant character in outings that are dangerous, especially after the 
first trimester. Magical or technological support can make it easier but to 
ensure a Safe birth, it is likely that the character will have to step back in the 
final trimester. 


This does not have to affect the group in a bad way; another character 
can be made, or an NPC can be taken over, so that questing can continue. If 
everyone agrees, though, this could be a fine opportunity for downtime. The 
group can stay close to home and the DM can speed up the flow of time, 
passing over part of the pregnancy, the whole thing, or even an amount of time 
following the delivery. If the party has buildings or businesses to run or other 
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goals to work on, downtime can be a welcome change of pace. Once the 
downtime is finished, the parent(s) will have to decide if returning to travel is 
desirable. Some players might decide to retire their characters at such a point, 
but it shouldn’t be forced upon them. Many parents travel with and without 
their children and many options can exist for care. 


MISCARRIAGE AND STILLBIRTH 


If you are looking for a more nuanced experience and if the whole group 
approves, miscarriage and stillbirth can be dangers that pregnant characters 
face in your game. Keep in mind that it is vital to talk openly with everyone in 
the group before bringing up either miscarriage or stillbirth, even for NPCs. 


FIRST TRIMESTER 


The base chance of a miscarriage is highest in the first trimester. A roll 
must be made (up to 50% chance) each week after the second; if the results are 
outside the range, the character begins to miscarry immediately. 


There is a 2% chance per point of damage taken in a round that a 
miscarriage will result. 


Bleeding begins and should be noted as minor damage, but is not usually 
life-threatening. Most times, it will stop in 2 to 6 weeks; simply roll 1d6 to 
determine the duration. If the character fails a DC 10 Constitution check, 
complications will require medical or magical intervention to complete the 
process. 


SECOND TRIMESTER 
For natural risks per month, roll up to a 20% chance. 


The risk of miscarrying due to taking damage applies, but goes up to 4% 
per point of damage taken. 
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If fetus is 75% of the way through gestation, it can likely survive outside 
the womb if provided with immediate, high-quality care 


THIRD TRIMESTER 
For natural risks per month, roll up to a10% chance. 
The risk due to taking damage applies at 6% per point of damage taken. 
Stillbirth: During childbirth, a 2% chance of stillbirth can be in effect. 


In fantasy and sci fi worlds, methods to prevent miscarriage and save 
offspring even in the event of a stillbirth might exist. Spells that restore life 
can bring back offspring whose lives have just begun. Miscarrying in the first 
trimester, however, is likely to be tied to deeper problems and will be beyond 
reversing. 


IN CONCLUSION 


One of the things you have to be careful of when introducing pregnancy 
into your game is that you don't step on anyone's mental landmines. Men and 
women have very strong emotions about children, pretty much on all fronts. If 
you don't lay out your cards carefully, you might discover too late that a player 
has been told they can't conceive, had to give a child up, had an abortion or lost 
a child. So tell the group in advance if miscarriage and abortion are possible. If 
adventuring with small children is asking for tragic results, make that clear. 
Perhaps a pregnant character's husband will stay home with the children (I 
have a paladin NPC with just such an arrangement). See how people react to 
adoption options, like leaving a child at a church or with a transdimensional 
being. You might show things happening to NPCs that you won't highlight for 
players, like children being sold into slavery to pay off debts. Test the waters 
with care and respect, and feel free to alter any of the rules I have here to better 
suit your group. 
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ADULTERY 


io 


WHuy GO THERE? 


Illicit affairs are everywhere in storytelling, from Zeus to Guinevere to 
Cersei Lannister. And as the tales show, adultery can lead to consequences for 
everyone in the blast radius of the event. Hera cursed Echo to only repeat the 
words of others words when she realized Echo had been distracting her from 
Zeus’s liaisons. Sir Agravain and Mordred spied on Lancelot to catch him with 
Guinevere. Duels, ambushes, and outright wars have been sparked by 
uncovered sexual trysts - but despite the risks, we can count on people from all 
walks of life in every era to fall to sexual temptation. Yet we don't see this 
featured very often in high fantasy and science fiction or in roleplaying game 
adventures - but as adult gamers, we probably should. 
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A dash of infidelity can spice up nearly any setting or story with minimal 
effort and no need for graphic depiction. It can delve as deep into a person’s 
character you wish or remain on the surface of a larger story. Mere rumors can 
be enough to spark quests and schemes. Catching onto the clues that lovers 
leave behind can add twists to any private investigation. As I’ve suggested 
elsewhere, starting with small details and NPCs can provide distance and make 
the subject more palatable for many gamers. Direct PC involvement is also a 
possibility and can add a great deal to the life of a character. But either way, it 
never has to become awkward for those who know how to handle these themes 
at the table, which is why this section exists. 


ANALYSIS, NOT ADVOCATING 


It must be said that all of this is an exercise in fiction and will be 
discussed within a purely fictional context. Iam not advocating any one 
approach to the material, since what one group needs will be different from the 
next group. I am not suggesting that gamers cheat on their significant others 
for any reason. Few things will tear a group apart faster than infidelity, so 
groups have more reason to discourage it. But this is something with which we 
all have some experience, even if it’s just from a distance. You have known 
cheaters, seen them in movies, and watched them on television. You already 
have a knowledge base to draw from. It shouldn’t be too difficult to work it into 
your gaming even if you have never and would never do it yourself in the real 
world. 


DEFINITION 


The first thing to keep in mind is what a person, group, or larger entity 
considers to be “cheating.” A character can swear loyalty to more than one 
person, and their sexual behavior can be dictated by more than a marriage 
contract. The definition can vary broadly and change over time, and it can be 
codified into legal and holy books. Being found guilty of adultery can lead to 
serious consequences, so the boundaries of the concept matter - but they can 
be surprisingly difficult to figure out. Legal definitions can be misinterpreted, 
vague, or outdated. There can be a great deal of flexibility in the things 
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partners expect from one another, or very little freedom at all. This is true 
whether a character is sworn to a person, an organization, or a god’s precepts. 


But you can begin to build stories by touching on some familiar aspects: 
PARTNERS 


Monogamy may not be demanded in a relationship, but even those with 
multiple spouses or open relationships can feel betrayed if certain lines are 
crossed. If their partner gets involved with someone without their knowledge, 
or falls in love with someone else when they have agreed to keep it purely 
sexual, then trust has been breached. 


ACTIVITIES 


Many times, spouses are restricted in whom, when, and how much they 
can fantasize about others. Too many imagined moments with someone else 
could be deemed unfaithful. Some can share intimacy with another, but only 
through nonsexual activities and public interactions. Courtly love allowed 
knights and poets to woo ladies of high station, but not necessarily to have sex 
with them. A few are forbidden from certain sexual activities (such as more 
invasive ones) but allowed to indulge in others. 


WHo DECIDES? 


An open relationship might exist so long as spouses approve of each 
other’s lovers before and during an affair. But when emotions run high, and if 
a spouse seems to withdraw their consent unfairly, a breach could be 
forthcoming. It should be noted that a partner’s best friend, family members, 
and sworn enemies are usually off limits, but they can also be some of the most 
tempting and available lovers. 


MOTIVES 


Some people may believe that sex outside of a union is acceptable if it is 
done for a specific reason, such as ensuring pregnancy (if a couple is barren), if 
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it is strictly for physical enjoyment, or if it is demanded by those in power. 
Other motivations are likely to be completely ruled out. In any event, becoming 
emotionally more attached to someone else can be the tipping point and bring 
on the greatest sense of hurt. 


DURATION 


Partners might have special dispensation to dally with others at special 
events, during particular holidays, or when they are away (from home or from 
the area). Once the time has elapsed, any further dalliances are automatically 
deemed adulterous. 


DEEDS 


Especially in a fantasy setting, a spouse could expect their partner to 
perform a quest or deed in order to win the right to another person’s body. This 
gives their partner time to determine if the lover they want is worth the trouble 
and shows devotion to their original beloved by following their wishes. 


CONTRACT 


Even the most clearly established parameters might not be enough to 
keep a spouse from feeling left out, let down, or resentful. It is one thing to 
agree to an arrangement in theory and another thing to live it out. In reality, a 
sense of betrayal or losing their partner could feel overwhelming and any 
agreement one has made could start to feel like chains. 


A hallmark of adultery is a belief that one’s trust has been deeply 
breached in one of the deepest ways possible. Beneath the rage, disgust, and 
disappointment is a sense of complete betrayal that few other events can 
match. This belief is not always rational and might not be true if a spouse has 
been manipulated or is jumping to conclusions. But it is a powerful belief that 
can drive people to commit all of the other sins in order to confirm and avenge 
this kind of violation. It can also spur them to call for outside help to prevent, 
prove, and punish these transgressions. This is where friends, family 
members, and even complete strangers can be asked to get involved in some 
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very personal business. For many characters, this is where the adventure 
begins. 


On the other side of the equation, it isn’t uncommon for an adulterer to 
be aware that they are about to go too far. Those who pull away might still have 
to deal with negative suspicions, but they rarely have to bear the worst. Those 
who continue anyway then have many decisions to make. Do they hide what 
they’ve done? Do they repeat it? How do they keep their partner(s) from 
finding out? Or do they run off with their new lover? Those who cheat also have 
friends, family, and others who might help them hide their transgressions. Any 
enemies who find out can try to take advantage of the situation, stepping in 
with blackmail threats and ultimatums. 


Either way, it’s safe to say that when it comes to gaming, the sex itself 
will probably be the least interesting part of an adultery story. 


MOTIVES 


Common knowledge has a lot to say about why people cheat. We may 
have heard that powerful people are more likely to stray, whether that power is 
due to higher income, attractiveness, or another factor (like magic). Those who 
enjoy taking risks are likewise liable, as well as those with high sex drives. 
Folks who crave novelty and the thrill of the chase may be weak, while others 
believe it is their right to have who they want. And of course, relationships 
plagued by negligence, disrespect, and boredom drive partners to look 
elsewhere. But these motivations are only the most basic. Knowing more about 
what else can lead to infidelity can help you build plots that feel more realistic, 
nuanced, and surprising. All you really need to keep in mind is how the other 
sins feed into this one. For this section, I will be using Vices I developed for 
World of Darkness games, but they are universal and can easily fit into other 
milieus. 
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AVARICE 


An avaricious person might envy a relationship someone else has, 
whether they have someone of their own or not. They will jump at any chance 
to weaken others’ bonds, chip away at a lover’s resistance, and steal a partner 
away. They can aim at a rival or good friends and neighbors whose 
relationships seem to be wonderful. Luring a lover away may be done 
specifically to hurt their spouse. Other times, an avaricious person only cares 
about feeling wanted and powerful. Perhaps they are never satisfied and grow 
bored with their conquests, quickly moving on to someone else they shouldn’t 
have. 


CARNALITY 


A carnal character could be driven to sample every new experience and 
partner the way gluttons are urged to gorge. Some avoid giving in to 
temptation only to fail spectacularly. Others arrange to feed their need on a 
regular basis, often with brothels that offer steady supply and variety. For truly 
carnal people, sex is their high of choice. These individuals might have other 
addictive behaviors, but not all of them do. For a few, forbidden trysts do the 
job that other vices can’t. They can say no to anything else, but not their lust. 


CORRUPTION 


Some people like to feel as though they are getting away with a crime and 
pulling the wool over other people’s eyes. They get a lift out of feeling superior, 
maybe because they are better manipulators (or because they have powerful 
spells or companions to help them hide their deeds). They could feel trapped, 
or at a disadvantage in their marriage and use cheating to tip the scales in their 
favor. Thus, avoiding the consequences becomes a game and they don’t mind 
doing underhanded things to win. Lying, bribing, and blackmailing enhance 
the joy of being bad and being good at it. They will likely encourage others to 
follow their worst instincts to bring others down to their level. 
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DESPAIR 


Sex can be a potent distraction from one’s normal life, and even more so 
when life seems unendingly bleak. Wars and diseases can drag on, but deaths 
in the family or long-term unemployment can also bring out the worst despair. 
In this case, an affair is not meant to fix anything; chances are, the cheater 
deeply believes that the situation can’t be saved. Instead, an affair becomes an 
entertainment, a secret spot of joy, and a way to feel good when everything 
else feels terrible. Despairing cheaters might not go to great lengths to hide 
their misdeeds, almost as if they wish to be caught and have their predicament 
recognized. They are likely aware that they will face more pain, but probably 
expect more pain regardless. 


SLOTH 


Slothful people do not want to do the heavy lifting in life, whether it is 
physical, mental, or emotional in nature. Their ultimate goal is to get as much 
enjoyment out of as little effort as possible. Thus, they might take a willing 
new lover to avoid fixing problems with their spouse. That way, they get 
pleasure from their lover and continue to receive any benefits their spouse 
offers them. They won’t mention that they’ve moved on because they don’t 
want to deal with the fallout. Or they will accept offers as they arise because it 
is easier than trying to turn lovers away. In any case, slothful folks keep their 
deceptions simple, using the easiest excuses and omissions. This can work very 
well, and in fantasy worlds the gods may be involved in their dubious good 
luck. 


VANITY 


Vain people value their own pleasure more than anything else; some 
view taking lovers as their proper due in life. Others are weak when someone 
takes an interest in them because it appeals so strongly to their sense of worth. 
They might have an admirable position (such as being a knight or a noble), 
attractive qualities (like a great deal of Charisma), or outstanding talents that 
draw more attention from others. Since they would not change these things 
and can’t be blamed for the attention they receive, a vain person has a ready 
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excuse for spreading themself around. Sexual favors are special and intimate, 
so these acts become prizes to a vain adulterer. A few might target lovers that 
they feel entitled to or that symbolize success, like Tony Montana does with 
Elvira Hancock in Scarface. In other cases, cheaters believe that infidelity is 
simply a part of success and who they sleep with isn’t as important as having 
the power to sleep around. 


WRATH 


There is a simmering anger and deep resentment that can drive people 
into the arms of others. It might be in response to perceived problems in their 
relationship that make them feel ignored or disrespected. Whether those 
problems are real or sexual in nature may not matter. Wanting to take back 
power from a spouse or be appreciated by someone else can be enough. But 
rage is acommon response to finding out that a spouse has cheated, or 
believing that they have - and sometimes, an outraged victim decides to 
become the perpetrator. As a twisted method of revenge, a person might seek 
out as many lovers as possible, or seek certain people like a spouse’s family 
members, friends, or superiors. Whatever will cause their partner the most 
distress upon discovery, that is what they will do, but physical assault is not in 
their plans. 


THE ADVENTURER’S TEMPTATION 


Many roleplaying games keep player characters on the move, journeying 
to adventures far from home. Those adventures are usually nonsexual, based 
around tricky environments, open combat, or political games. That doesn’t 
mean that there isn’t plenty of sexual opportunity to be found. Gaming groups 
that keep sex on the sidelines might still featured succubi who trick characters 
and attack them in flagrante delicto. There might also be flirty bar wenches and 
temptations thrown at paladins. But adultery is every adventurer’s temptation. 
Wealth, travel, thrill-seeking, and notable qualities make PCs incredibly 
desirable and make many NPCs more agreeable. That doesn’t mean PCs are 
going to be free, however; plenty of them have ties back home. 


Page 62 
Written & presented by Kismet Rose of Kismet’s Dungeons and Dragons 


One way to reflect this is in a character’s background, because few things 
distinguish a person like their mistakes. Say a secret tryst happened in their 
past. How long did it last? Was it discovered, and how? Do they have old 
enemies out there because they cheated? Did friends or family members 
disown them? What happened to their former lover(s)? Did they change moral 
alignment, profession, or another way because of that experience? Did they go 
on a quest to absolve themself in the eyes of their god? Did children result, 
either with their spouse or their lover? Have they continued to cheat, or are 
they likely to do so again? As you can see, the present, past, and future can be 
given quick and powerful details this way. 


On the flip side, few things distinguish a person like betrayals they have 
suffered. You could just as easily decide that your character has been cheated 
on in the past and build from there. How did they find out? What did they do in 
response? Do they have any contact with their former spouse or their spouse’s 
lover? How does that old breach of trust affect their relationships now? Did 
they feel so upset that they changed moral alignment, profession, or other 
major factors in their life, either temporarily or for good? If they had children 
with their spouse, what do the children think now? Has your character gone on 
to commit the same offense against someone else? How do they react to those 
who are rumored or confirmed to be adulterers? 


The DM can weave a multitude of plot threads from infidelities that 
happened long ago. Perhaps someone is seeking a former lover or their 
children. An NPC could be very upstanding in the present, but getting 
blackmailed for old habits. Will the PCs help him get rid of the threat? If a 
paladin fell, will their church try to help her, or stop her by force? An NPC could 
take it upon themself to punish cheaters because of what happened to them - 
but will the PCs allow them to continue to do so? Or will they take the contract 
to spy on a man who is being tested by his obsessively suspicious wife? You can 
spread these hooks out or let them pop up regularly, until it seems like half the 
world is cheating on the other half. (Who knows? Maybe it is.) 


One way that player characters might hope to avoid disaster is by taking 
their spouses on the road with them. This might mean that another player is in 
control of the spouse or the DM is portraying them as an NPC. Some characters 


Page 63 
Written & presented by Kismet Rose of Kismet’s Dungeons and Dragons 


might insist upon it as a matter of companionship and having someone to trust 
close by. Others might balk at the idea because they want to protect their 
spouse or they want some time apart. Whether they want to leave their spouse 
behind for shadier reasons is a matter to be considered, but traveling together 
does not guarantee fidelity in any case. An affair along the road could destroy 
the group and disrupt the flow of a session (or more), however, so careful 
consideration is needed, especially if two PCs are involved. 


Leaving a spouse at home is a common choice that might be supported 
by all parties - but it can leave simmering resentment when there is 
disagreement. It will generally be done when the spouse is an NPC, but that 
does not mean they will obey or be idle. They could decide to follow, to go on 
their own adventures, or to raise hell when their adventuring partner returns. 
Other than that, it tends to be a less stressful option all around. Outside 
entanglements certainly require less in the way of deception and maneuvering 
when a spouse is far away. What has happened on the road might just remain 
there - if everyone involved is content to let that be the case. 
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DIVORCE 


Ending a relationship is rarely a simple matter, and even a friendly 
parting can become difficult quickly. While these kinds of complications can 
make real life feel like hell, they can make for very engaging roleplaying - and 
they can lead to adventures that involve the whole party. After all, divorce isa 
private matter, but it often becomes a public statement and a public struggle. 
Fantasy games can take it to the next level, with magic duels and epic quests 
that make court dates seem like child's play. 


The first thing to consider is whether or not divorce is allowed in the first 
place, because in the real world it hasn't always been an option. Marriages 
involve a pledge to stay together for a period of time, and in lands of magic, 
such oaths tend to be taken seriously. Asking to part ways might lead to such 
bad repercussions that people would rather leave the area instead. Or the 
ability to dissolve a union could be restricted to a certain class, such as the 
commoners (since they own little) or forbidden for a caste of people, such as 
the knights of the realm. 


Even if divorce is acceptable, that doesn't mean it will be easy to obtain. 
In some places, only the nobility have enough gold to afford the privilege. In 
other places, there are caps on how many splits are allowed in a year, or within 
one family. These restrictions are put in place to encourage reconciliation, but 
they can also be used to make people suffer for their bad choices, to profit from 
the misery that results, or to provide an example to others. On the other hand, 
certain churches and cities have a reputation for granting fast marriages and 
equally easy separations. These groups might be wildly popular, but they might 
also be deeply despised for cheapening the sacredness of marriage. 


Another option is annulment, which basically states that the marriage 
was never Official in the first place. Societies that shun divorce might offer 
annulments if there are special circumstances and proof of wrongdoing. 
Depending on local laws, things bigamy and using magic to trick or compel 
someone into matriage can be causes for annulment. If one spouse can prove 
that their partner lied about fertility, fidelity, bloodline, or gender, they can 
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probably expect to get their marriage invalidated. And if the marriage is not 
consummated in an acceptable period of time, a tribunal could call the 
obligation off. 


In some cases, a couple could be forced to part against their will. If no 
children are born within the first three years, for instance, that might break 
the contract. Or if a noble family can make a better match for one of their 
scions, the family could arrange a divorce and remarriage with little input from 
the bride or groom. One side-effect of changing faiths might be that the 
character is no longer married in the eyes of their former god. Catching (or 
curing) diseases like lycanthropy, acquiring a condition like blindness or 
petrification, or showing “unnatural” abilities (like vile spells) could be 
grounds for parting ways, whether the couple approves or not. 


A MATTER OF FAITH 


In many fantasy worlds the gods join couples together, so they must also 
be involved in putting them asunder. Thus, the rules for divorce are likely to 
vary by faith, since different gods look upon their followers' promises in 
different ways. Lawful deities tend to make couples stick to their oaths unless a 
serious breach of contract has occurred. The grounds for divorce are covered in 
church documents, but the process could become downright Byzantine in 
lawful temples. Chaotic powers, on the other hand, usually allow detachments 
with less resistance, given how much they value individual freedom and choice. 


Good deities focus on making social bonds stronger and on planting 
something new to make up for the relationship that has been lost when they 
grant separations. For instance, a good deity might demand that the spouses 
craft something that benefits the whole temple (such as art or a magic item). 
The former couple could be required to serve the community for a duration of 
time or to go on a specific quest chosen by the clergy. (If they are forced to 
work together, they might even reconsider breaking up by the time they are 
done.) 


Now, you might ask why an evil character would bother with divorce at 
all; why not just kill their spouse and let their wicked god sort it out on the 
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other side? The problem with that is that even evil societies have rules and 
consequences. If someone turns up dead, the first suspect is going to be their 
spouse, and that kind of attention can be very nasty and inconvenient. But even 
more importantly, marriage in a church represents a spiritual union — so if you 
truly despise your spouse, you will not like the idea of their soul being bound to 
yours for all eternity. 


Evil gods understand hatred, resentment, jealousy, and loathing, and 
they know how desperate people can be to get rid of each other. Unfortunately, 
that means that evil gods can be mischievous and downright cruel when their 
followers seek divorce. They are far more likely to make their worshipers jump 
through difficult hoops that take serious time and effort to complete. What's 
worse, some evil gods will keep the goal just out of reach or rescind their 
permission at the last moment, just for their own amusement. 


“CIVIL” DISUNION 


Some kingdoms offer civil ceremonies that are strictly legal 
arrangements concerned with inheritance, property, and rights of kinship. 
This setup lets local rulers reap all of the rewards of marriage and divorce, they 
collect all the fees for those services. It also gives people options if they follow 
gods that do not offer marriage in the first place, or if they just want to make 
an earthly bond that only represents one lifetime. Civil unions can also make 
things easier when it comes to splitting up — though that is not automatically 
the case. 


The alignment of a place is a helpful, basic guide to how easy disunion 
will be, though the unique situation of each city should be kept in mind. Lawful 
towns will urge couples to attend to their vows, but if they petition properly 
and persistently and follow all regulations, they will earn their breakup. 
Neutral leadership will not want to dig too deep into citizens' personal issues, 
preferring for them to regulate themselves and only stepping in when a third 
party is needed to settle things. Chaotic rulers will probably ask petitioners to 
prove their desire for a permanent split, perhaps through combat or a quest 
that will keep them away from their spouse for a time. 
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The power structure of the area could dictate who really has the power to 
dissolve marriages. If the local thieves guild holds the true authority around 
town, then getting permission from the puppet lord of the manor might not 
mean much. If a council of nine have to vote on the split, then spouses will race 
to influence the needed number of councilmen before the vote is called. And if 
the military rules, anumber of battles or campaigns could be required. 


If you want an additional level of complexity, allow civil and religious 
systems to work side by side; characters will have to petition the government 
and the church they were married in to get a legal separation. 


MOTIVATIONS 


While there are many reasons to want to part ways, not all of them will 
be accepted by society. Boredom, for instance, could be considered a 
completely ridiculous reason for dwarves to rely on. Dwarves live long enough 
to know better than to give up just because they've fallen into a routine. Yet in 
halfling communities, a dull marriage could be taken as a fatal sign that one or 
both spouses aren't dedicated any more. Separating could be seen as the best 
way to help the couple move on and renew themselves. 


Sometimes a couple changes so much that they no longer fit into each 
other's lives. This happens a lot with adventurers and those who travel 
regularly. If they leave spouses safely at home, then their partners become 
distanced from the world of danger adventurers usually inhabit. Battles and 
losses can create a chasm between warriors and the people they love the most. 
But even when they travel together, an enterprising couple might come to a 
point where they want to move in opposite directions, seeking completely 
different goals. Major mistakes and disagreements along the road can shatter 
matriages, as well. 


Some life changes are not as dramatic as all that but lead to separation 
anyway. Many couples find that once their children are grown, they feel no 
pressing need to be together. Others pull away from their spouse when they 
change profession or when they have spent too many years together. Some 
people divorce when they change faiths or when they want to take religious 
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vows that require them to be chaste. Although many find it cowardly, a lasting 
illness can make a spouse seek their freedom, especially if no cure seems likely. 


It seems natural to assume that major deception would nullify a union, 
but the type of deception and the society in question matters most. If you lied 
about the gender you were born into but you live in a city where magic is 
common, then it might not be a sufficient reason to separate. As long as both 
parties are fertile and able to conceive, what's the problem? But in a place 
where magic is distrusted or forbidden, proof that a spouse lied about their 
true gender or race could result in an annulment and forfeiting all rights and 
property to the offended partner. 


You might automatically expect adultery to end up in harsh penalties, 
and in many places it will, but not all societies believe that infidelity is a grave 
sin. The terms of the marriage will often determine how offensive adultery is. 
If acouple promised to forsake all others, then that promise was required. If 
the couple promised never to reveal their lovers to each other, then getting 
caught is what causes the most damage. Many societies condemn people who 
commit adultery and lie about the true parents of any children that result, 
however, since securing family lineage is one of the most common reasons for 
matriage. 


METHODS 


Going to court (or a temple) and submitting increasingly arcane types of 
paperwork is actually the simplest method for marital dissolution in fantasy 
settings. Barristers exist to help such cases along, and opposed rolls could be 
required to see who comes out ahead in the final decision. Skill checks to lie, 
detect lies, and intimidate are common and can move things along but they can 
also backfire spectacularly. An opposed roll can finish things off and should 
gain bonuses from diplomatic efforts, knowledge of the law, and abilities to 
discern lies. But that doesn't sound like a hell of a lot of fun, does it? 


Dueling is acommon alternative, particularly in military cities and in 
martial temples. It might seem natural to pit the spouses against each other 
and let them get their aggravations out in one last cage match, and some places 
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do just that (sometimes selling tickets and trading bets openly for the event.) 
But other traditions demand that the spouses choose champions to fight in 
their stead, or that each spouse face a different champion or threat. Interfering 
in the results of these battles could be expected, or could be so harshly 
punished as to not be worth the risk. 


Hunting fearsome creatures is another way to win your freedom (and 
your goods) from a spouse. The town elders might choose a handful of local 
threats and declare that whoever brings back a creature's head first is the 
winner. Thieves and assassins guilds routinely demand that members kill one 
or more of the guild's targets if they want to get the upper hand. Some 
kingdoms will order powerful characters to clear a local ruin, capture an enemy 
outpost, or pull off other, major campaigns. Quests for legendary weapons and 
artifacts can begin with divorce proceedings, as strange as that might sound. 


Nonlethal and noncombative competitions are arranged in many good 
cities to keep things civil and to benefit the populace whenever possible. 
Performances and games can keep everyone entertained, and obstacle courses 
are not unheard of. Spouses have been tasked with scaling mountains, riding 
over vast distances, or swimming great bodies of water without the aid of 
magic. Monasteries have been known to ask members to respond to difficult 
koans or riddles of existence. In some cases, those who return or finish first 
determine the terms of the separation (or even if a separation will be allowed). 
Other times, a single judge will decide the verdict or the populace will get to 
vote on who performed the best. 


Casting votes is another method for determining a detachment. 
Sometimes votes are cast publicly, and the spouses will know who was on their 
side when all is said and done. This can lead to deep grudges but can be done to 
keep everything open and transparent. Other times, voting over a split is done 
in private, either in masks or in a private room with an arbiter to keep things 
fair. Voting is usually used in smaller groups, such as the members of a 
particular church, guild, or village. Since the couple will probably know 
everyone who is eligible to cast a ballot, they can try to influence the result 
through diplomacy, bribery, blackmail, and physical intimidation before the 
vote is called. 
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A rare but lively method is to call for an auction to determine the 
outcome. Gods of wealth and trade have been credited with introducing this 
method, though trade guilds and obscenely wealthy nobles have also come up 
with it on their own. Generally, the spouses are placed on opposing sides, and 
people bid in support of one or the other. Sometimes only specially chosen 
people (like family members) get to take part, but many times the proceedings 
are left open for whoever has the coin to spend. Whichever spouse raises the 
most money in the time allotted wins the right to decide whether their 
marriage ends or not. 


Since the couple usually puts their own wealth on the auction block, 
there doesn't tend to be a lot to split, but the winner might also get to decide 
how to divide whichever assets were not put up as a bid. The final proceeds 
from divorce auctions are usually divided a number of different ways: some for 
the church and/or town treasury, some for the winning spouse and/or their 
family, some for the children, and some to cover local community projects 
(such as bridges, homes for orphans, or pensions for the elderly). Local 
tradition could require that both of the former spouses receive an even stipend 
to help them get started on their new lives. 


PENALTIES 


There are as many reasons to dread divorce as there are to welcome 
marriage, and the most beneficial unions tend to cost the most to dissolve. A 
divorcee could lose any titles and affiliations they gained through their 
partner. In addition to fees, divorcees might need to pay fines to their former 
spouse or in-laws. They might be forced to surrender weapons, armor, or 
magic items (or to at least split their supplies). They could also lose their place 
to live, as well as any property they gained from their marriage or while they 
were joined. 


As bad as all of that sounds, the social penalties can be even worse. In 
some places a person's reputation will suffer real damage that can take a lot of 
time and effort to fix. People might feel unable to trust the character's 
dedication or their word, leading to ridicule, loss of work, or higher prices with 
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some merchants. A character with followers might take a temporary penalty as 
some of them leave in disgust. A divorcee will probably lose some friends and 
contacts and might not be able to get remarried until the social stigma has 
worn off. In exchange, the character will probably gain new enemies. 


When faced with the mounting difficulties of dissolving a marriage, 
many characters will dissolve into their worst traits and destructive habits. The 
anger, sullenness, and pessimism that people try to hide to get along with 
others can come out in flashes of temper that can be downright devastating, 
depending on the power levels involved. This can lead to confrontations with 
town guards, as well as jail time and other legal woes. Trouble with authority 
can also result from the gambling, drug use, and disregard for responsibility 
that divorcees can get into. Some heroes with strong reputations lose face 
because of their own recklessness rather than the separation itself. 


The custody of children tends to be one of the worst sticking points of 
divorce and can lead to violent repercussions in fantasy worlds. Parents tend to 
be attached to their children, and they might have very real reasons to fear 
their spouse's affect on the kids. When daddy is casting evil spells or mommy 
is summoning demons in secret, physical custody of the kids might be 
non-negotiable, and to hells with what the judge or church says. For those who 
cannot travel far, the threat of taking the children many days away can mean 
never seeing them again. And for spouses who hate each other enough to take 
revenge through their children, a host of options is available. 


Twisting children's opinions against one parent is a time-honored 
tradition in some ways. In fantasy settings, however, a parent can raise their 
child not only to hate the other parent but to be a real weapon against them. 
Infecting children with lycanthropy, performing experiments on them that 
leave them with monstrous abilities, and other unsavory tactics can also be 
used. Kidnapping is another all too common method of trying to save kids or 
trying to make the other parent suffer (or both). It's bad enough when a parent 
hires guards and horses and takes off in the dead of night. It's even worse when 
they can use or hire a teleportation spell to gods know where, or step through a 
portal to another plane. 


Page 72 
Written & presented by Kismet Rose of Kismet’s Dungeons and Dragons 


But the most horrible option is older than the tale of Medea, who 
murdered her children as revenge against the husband who didn't want her 
any more. In fantasy games, not only will such a terrible crime bring 
immediate outrage, it will probably lead to swift vengeance. And while death 
does not have to be the end, some parents would not want to resurrect their 
children after such an event, or they might not be able to do so without a 
powerful spell. Which is a powerful motivation to keep moving toward a day 
when magic can set right something that went so badly wrong. 


BENEFITS 


Once a character is released from their marriage, they are usually 
released from the obligations that went along with it. Unless they parted on 
friendly terms, the character does not have to come to the aid of their former 
spouse or their spouse's family. Demands on the character's time or services 
are gone, so they can dedicate themselves to their own interests. This could 
mean that a character can finally use all of their spells as they see fit or learn 
magics that were forbidden to them before. Moving out of the household (or 
fully claiming the household) might mean adding the wizard's lab or training 
rooms they wanted to add before. 


And lest we forget, it should be said that divorce can be a way fora 
character to add to their wealth and power. Splitting assets could leave a 
divorcee afloat in a pile of fresh gold that they didn't have to fight a dragon for. 
Even better, powerful magic items and heirlooms could have been turned over, 
or the deed for a building might have exchanged hands. It has not been 
unheard of for courts to order the surrender of sailing vessels, spellbooks, 
mounts and pets to a spouse. Even if social penalties are severe, these new 
supplies could help to make up for it. 


But this stage of development has deeper implications for a character, 
from the ground up. Some people will take on a whole new class or start racing 
to the next level, if only to feel stronger. Bards create some of their strongest 
material from their strife (and can ruin reputations in the process). A number 
of divorcees head to monasteries to seek discipline and self-mastery, though 
few stay on the path through the long term. Rangers or druids who spent more 


Page 73 
Written & presented by Kismet Rose of Kismet’s Dungeons and Dragons 


time near civilization to be with their beloveds usually head back to the wild — 
but on the flip side of that coin, those who stayed in the forests might seek out 
cities for the first time, if only to disappear into the crowds. Paladins and 
clerics often seek atonement, but some turn away from religion altogether. 


It is not uncommon for divorcees to completely rework their skills, feats, 
and bodies through retraining. Others will undergo makeovers through 
mundane means (like cutting off hair), magical means (such as a spell that 
changes their features), or a combination of the two (such as tattooing). 
Dropping or gaining a lot of weight is common, but characters left in 
emotional turmoil might also suffer from bouts of inexplicable fatigue, nausea, 
or shaken nerves (as per conditions or flaws) until they are able to reconcile 
themselves with their new lot in life. 


Reconnecting with friends (such as an adventuring party or old 
companions from a guild), spending time with followers, and communing with 
gods or nature can help a character rediscover their purpose. Many divorcees 
will join new companies and take on new causes, sometimes to spite their ex 
but also to fill their time with projects. Those who stick closer to home often 
become entrenched in research and experiments. It's an ideal time to go on 
pilgrimages to holy sites or to roam in search of new adventures. It is alsoa 
prime opportunity to break away from an area entirely. 


Separating from a dangerous spouse might not be easy, but it does give a 
character a powerful sense of freedom. Churches that espouse the domains of 
healing, luck, protection, and travel are known for helping people to relocate 
and escape marriages that have become life-threatening. Once fears have 
subsided, characters can find new joy in new romances and remarriage, and in 
new children. Those who dive back into battle often end up in quests of epic 
scope; indeed, some heroes would never have become such great names if they 
hadn't suffered the hell of divorce and come out stronger on the other side. 


SEPARATION AND THE PLAYER CHARACTER 
Divorce is easiest to integrate into a game when it involves non player 
characters on both sides. At that point, the PCs might hear about it and might 
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have to deal with some of the consequences, but they can step back from the 
situation at any time. And a Dungeon Master can do just about anything to an 
NPC, including removing them from the game altogether, with minimal fuss. 
It's when the player characters get personally involved — or when the players 
get personally invested — that things can become awkward or downright nasty. 
So it's best to think about your strategy beforehand. 


If player characters are allowed to marry NPCs and if marriage is actively 
used in the campaign, then it is wise to leave options open. This does not mean 
that a DM should keep attacking PC unions until they break, but the 
relationships of adventurers naturally undergo a lot of stress. The more 
options a PC has when things go sour, the more interested they will be in 
dealing with the situation. They could end up in hilarious exchanges of words, 
trial separations, or quests to finalize the divorce. But forcing a PC to stay put 
could make them feel trapped and might cause the player to resent getting 
involved in the first place. 


The same thing can be said of player characters who marry each other 
and find themselves at odds. Forcing them to stay together because breaking 
up is not allowed or because it will damage the party could do more harm than 
good. It can be fun to have some tension and disagreement in the party, but too 
much tension can make for big headaches all around. If a PC couple is fighting 
more often than usual and it is affecting game play, the DM should take the 
initiative to talk with the players out of character and figure out the best way to 
resolve things. One of the characters might need to leave the group, at least 
temporarily. Or both characters could use the divorce as their exit, giving the 
players the chance to try new characters. 


But PC on PC divorce is messiest when it reflects real problems between 
players. It's bad enough when gamers are just not getting along anymore and it 
spills over into a session, but it's much worse when you're at the table with a 
couple that is actively fighting. The whole group gets front row seats for 
people's out of character feelings and issues and can feel helpless to put a stop 
to it. When partners are determined to argue with each other, they can end up 
turning their venom on anyone who tries to get in the way — but that doesn't 
mean that a squabbling couple should be allowed to preempt a campaign. At 
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the very least, the DM should be willing to stand up for everyone's desire to 
have fun. 
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APPENDIX 


NEW SPELLS 


SUMMON LOVER 

Conjuration (Teleportation) 
Level: Bard 6, Hetaera 6 
Components: V 
Casting Time: 1 full round action 
Range: Same plane 
Target: One current or former sexual partner 
Duration: Instantaneous 
Saving Throw: None 
Spell Resistance: No 

This spell instantly brings a current or former lover to your side. The 
summoning will only work if three conditions are met: 1) the target has had 
sexual relations with you, 2) the target remembers you, and 3) the target is 
willing to be transported to you. The target of the spell will appear adjacent to 


you, in a space you choose. The target must be in an area in which magic can be 
cast, and must be able to travel extradimensionally from its location to yours. 


Page 77 
Written & presented by Kismet Rose of Kismet’s Dungeons and Dragons 


ESTABLISHED SPELLS 


Many spells can be used for sensual and romantic purposes. Although 
the The Book of Erotic Fantasy provides spells that are directly sexual in 
nature, a lot can be done with more common magic. All it takes is a little 
imagination to see a spell in a different light, and to use it to a new effect. It 
must be noted, however, that magic can be used to help as well harm, and this 
carries over into the arena of sex. I'm willing to wager that most games will not 
delve into the worst that spells can do in the sexual arena. Torture, bondage, 
and other such things will probably be kept in the Underdark with the vile 
Drow, and this is probably as it should be. However, in the interest of evil 
campaigns and/or terrible villains, I will examine some harmful applications 
along with the beneficial: 


CHANGING APPEARANCE 


There are several spells that change a person's appearance in various 
ways. These spells can be used to spice up a relationship by making partners 
look entirely different. They can also be used to prevent forbidden lovers from 
being recognized together; imagine how much easier it would have been if 
Romeo had been able to make himself look like a Capulet family member or 
servant! Magic that changes appearance can also be used to trick people into 
believing that a person is someone they are not. This can lead to a person 
sleeping with someone that they normally would refuse, and cause even worse 
confusion if pregnancy occurs. For the most part, only evil characters can bear 
to use alteration spells for sexual deception. Good or neutral characters who 
start to use such underhanded tactics should be considered on the expressway 
to evil. 


CHARM SPELLS 


Many charm-like spells can be used to get people to like you, and to 
make them open to suggestion. Some DMs will rule that it is an evil act to use 
any magic to make a target fall in love or get involved in sexual activity. Other 
DMs might rule that spells that make targets suggestible aren't bad enough to 
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make a character slide into evil, so long as they are not traumatized when the 
magic wears off. Using a spell to force a target into romance is probably going 
to be considered an evil act by most DMs. While it might seem stupid fora 
wizard to use a powerful spell in the name of romance or sex, we must 
remember that some people will go to any lengths to obtain the object of their 
desire. Wizards are not immune to obsession. Clerics, on the other hand, can 
have a harder time using magic to make someone love them since they have to 
ask their gods for such a power. Their request can always be denied - and some 
gods might be very upset that a cleric even tried to ask for such intervention. 


ENHANCING SEXUAL ENCOUNTERS 


Spells like that boost innate strength, stamina, grace, and appearance 
are popular for romps as well as combat. These spells can be used to make 
sexual activity all the more exciting. Likewise, spells that cause a body to grow 
or shrink can be put to creative uses, especially if the DM rules that it can be 
used on particular regions of the body (instead of enlarging the whole 
creature). Magic that grants flight or weightlessness can make encounters 
particularly fun and versatile. On the darker side, these same spells can make 
lovers much more difficult to resist. 


SETTING THE MooD 


Spells that play with lighting, sound, and smells can make the 
background of a tryst all the more romantic. On the other hand, magic that 
prevents sight and hearing can also make a sensual encounter more interesting 
by the very lack of one's normal senses. Regardless, if lovers can't find an inn 
or are far from civilization, they can use magic to create housing that provides 
comfort and privacy. 


MESSAGE SPELLS 


There are different spells that can be used to send messages through 
animal carriers, magic triggers, or telepathy. These can be employed just for 
novelty or out of necessity. Not all lovers can afford to be seen in public 
together, and to these folks messaging spells are very important. Intercepting 
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such communication can lead to consequences for everyone, however, and 
those with ill intent can try to lure targets by sending false directions. Some 
lovers will only be able to afford the simplest spells but other will utilize higher 
level magic to ensure secrecy. 


DIVINATION SPELLS 


It is not unheard of for people to use divination spells for romantic 
purposes. The greater divination spells that contact gods or their agents 
directly are rarely if ever attempted for such purposes; most gods do not like 
their clerics to use such spells for trivial matters. Spells that determine the 
likely outcome of encounters are good for telling someone if they should risk 
meeting their lover at midnight or if a marriage proposal will go well. Anything 
that detects thoughts can give a character an idea if someone really thinks 
favorably of them or is attracted to them. 


LANGUAGES 


Spells that allow someone to understand and speak other languages can 
allow characters to converse with cute foreigners and travelers. 


IMAGES 


Spells can create illusory likenesses of characters. Some of these images 
are only visual, but others also replicate sounds, smells, and other effects. 
Nothing says that such images have to be clothed, and it is up to the spellcaster 
to decide what images are doing. They could be used for the erotic 
entertainment of others quite easily. On a slightly sinister note, magic can 
create a replica of a person that has no soul. The replica might be inert, but that 
doesn't mean it couldn't be moved, posed, or otherwise put to use, with or 
without the permission of the target. 


And now, for alternative implications: 
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HEALING AND HARM-INFLICTING SPELLS 


Spells that inflict harm can be used against a partner, but are likely to start 
combat and be deemed evil by most people (unless they are consented to due to 
curiosity or masochism). Curative spells can be employed to relieve bumps, 
bruises, or other damage that occurs during the act; most often, this will 
happen due to accidents or enthusiastic nibbles. While these spells are not 
normally utilized in the sexual arena, they certainly can be. 


Otherworldly Companions 


Spells can bring creatures from other planes to the Material realm. Some 
of the creatures (like celestials and demons/devils) are generally able to 
copulate with humanoids. Sometimes offspring can result. (This is how the 
Drow create Draegloths, which are Drow/Glabrezu hybrids.) Some creatures 
will be happy enough to perform sexually if they are called for such a purpose; 
others will have to be bargained with very carefully. 


VOYEURISM 


Many spells can be used to look in on other people, regardless of where 
they are or what they are doing. Some grant vision or hearing at a distance, but 
even magical invisibility can allow spying and voyeurism to take place. Magic 
that tracks a target can make it so that a character can be followed no matter 
where they are located. 


BONDAGE 


For those characters into bondage, magic can make the task of binding 
easier. Some spells can make a target hold still, while others bind them with 
rope from a distance quite nicely. Anything that summons tentacles can be 
used to hold a target still. If a target is kept in a room, magic can help keep 
them there. But any of this can be considered an attack if consent isn't gained. 
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SOFTENING TARGETS 


Spells that fog the mind can soften targets up and make them easier to control. 
Putting them to sleep usually grants a few minutes before the target wakes up. 
Using these spells to elicit sexual activity will probably be deemed evil acts by 
your DM, depending on the circumstances. 


OTHER "PARTNERS" 


There are many spells that befriend creatures, affect their size and 
shape, control their behaviors, and so forth. Or, for those druids or rangers 
very much into plants, spells can awaken and command them. A few people 
might use magic to create a mindless automaton for their pleasure. Far more 
vile, there are a rare few necromancers that will use spells that preserve or 
animate the dead for their own twisted purposes. 


MARRIAGE GENERATION CHARTS 


For basic marriage customs, roll at least once each in the columns 
marked Spouses, Fidelity, Children, Acceptable Motives, Duration, Levels of 
Support, Benefits, and Forbiddances. To add a bit more complexity, try rolling 
more times in these same columns. 


To add a lot more detail, roll for customs from the columns marked 
Officials, Ceremony, Spousal Requirements, Deeds, and Forbiddances. 


Instead of rolling, you can use Thundermark’s marriage customs 
generator, which is based on the charts below. 


Roll | Spouses Fidelity Officials Children 
result | (roll 1d6) (roll 1d6) (roll 1d6) (roll 1d4) 


1 Monogam | Sex restricted to | Cleric levels Children are only 
ous the marriage required legitimate within 
the marriage 
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SS 


Spouse(s) 
of X 


gender 


Ceremony 
(roll 1d10) 


Polygamo 
us 
Polyandro 
us 


Only one spouse 
may have sex 
outside the 
marriage 


Sex outside 
marriage 
permitted with 
consent 


Open 
relationship, no 
consent 
required 


Sex outside the 
marriage 
allowed X times 
a year 


Sex permitted 
outside the 
matriage if it's 
kept secret 


Acceptable 
Motives 
(roll 1d12) 


1d10 witnesses 


required 


Cleric of 1d10 
level or higher 


Official of X 
creature type 


Civil officials 
required, alone or 
with religious 
officials 


Cleric of a 
marriage-related 
deity is required 


Official of X class 
is required 


Duration 
(roll 1d12) 


Eternally 
(including 
afterlife; may 
include 
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Children of one 
spouse's 
concubines are 
legitimate 


Children of one 
spouse are 
legitimate above 
all other 


Children are only 
legitimate in the 
marriage and 
born in X season 


Levels of 
Support (roll 
1d12) 


Spouses must 
maintain 
separate wealth 


se ae =. 


Witnesses must | Title, royal line | Lifelong Spouses must 
support union (ending at share all 
death aspouse) | income 


Witnesses must | Guild, group Lifelong One spouse 
be relatives membership (ending at must provide 
death of all more 
spouses) than 50% of 
wealth 


(Un)holy Wealth A year and a day | One spouse is 

ground the sole 

required breadwinner for 
the household 


during the season must provide 
ceremony spells when 
asked 


Magical item(s) | Family approval | Untilaspecial | Must performa 
necessary and/ordecree | actiswillfully | public deed in 
committed bya | spouse's 
spouse name(s) once a 
year 


Spell(s) Until elders or | Spouses must 

necessary superiors hold primary 
decide residence 
otherwise together 


Sacrifice(s) of Strengthening | Untilahale Spouses must 
(sentient or bloodlines child is born live for half the 
nonsentient) (racial traits, year under the 


F Offering(s) Tradition Until the next Spellcasters 
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Ph 


r <( 
beings required | keeping it in the same roof 
family) 


Witness must _ | Lifestyle Until the next | Spouses must 
be of X type major moon live separately 
(creature, class, phase (full or 

etc.) new) 


No witnesses Strengthening | Untilanatural | Spouses can 

must see the ties between event occurs live apart with 

ceremony groups (eruption, consent 
aurora borealis) 


Pregnancy, or Until X years Spouses can 

for future have passed live apart 

procreation regardless of 
consent 


Social pressure | Untila Must perform X 
to conform or man-made class skill or 
not be left historical event | feature when 
behind has passed (end | asked 

of war) 


Spousal Benefits (short Deeds Forbiddances 
Requirements or long term) (roll 1d20) (roll 1d20) 
(roll 1d12) (roll 1d12) 


Of specific race | Admittance to X | Must change Cannot change 

or tribe group alignment alignment 
and/or faith 
willingly 


2 Of a specific Inherit Must kill Cannot 
class property creature of X CR | purposefully 
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Related by 


blood (at least 


verifiable 
cousins) 


Of X level 
related to 
spouse(s) 


One spouse 
must be 
significantly 
older than the 
other(s) 


Must have 


performed X 


deed 


Must have X 
statistic of X or 
higher 


Inherit title 


Government or 
church gift 


Receive free or 
discounted 
services by 
church of 
spouse(s)' deity 


Diplomacy 
bonuses with 
social group 
related to 
spouse(s) 


Dowry from 
family 


Sexual access 
(with partner 
approval) 


Na t . “Na . 
P= J oa oth 
4 ‘( 
kill creature of 
X type 
3 Unrelated 
within recent 


generations 


Must 
pilgrimage to X 
site 


Must gain 
guardian's 
permission 


Must learn X 
spell(s) 


Must obtain X 
class feature 


Must gain X 
level of prestige 
in a group 


Must join X 
group 


Ph 


Must avoid X 
site 


Must not 
perform X 
special act 
designed to end 
the marriage 


Must never cast 
particular spells 
or X type of 
spells 


Must never 
choose X class 
or X class 
feature 


Must never go 
below X level of 
prestige ina 
group 


Must never 
voluntarily give 
up allegiance to 
X group 
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(upon demand) | devotion (tithe) | willingly undo 


modification 


Must be of X Receive family | Must defeat Must never 
alignment heirloom priest in choose to cast 
(magical or contest(s) offensive 
nonmagical) spells at 
spouse(s) 


Must have no, _ | Access to family | Must achieve X_ | Must never 

some, or much _ | specialty (spell voluntarily 

prior sexual selection, strike spouse(s) 

experience training area, with violent 
library) intent 


Must be worth | Discount on Must have Must never 
X amount of gp | taxes and/or served in X expose 
required | group spouse(s) to 
sexually 
transmitted 
diseases 


Must undergo X | Must not 

ritual willingly have 
sex outside of 
the marriage 


Must undergo X | Must not be 
permanent publicly 
body exposed for 
modification having sex 
outside the 
marriage 


Must convert Must not 
faiths produce 
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children 
outside of the 
marriage 


Must conceive a | Must not be 
child with publicly 
spouse(s)-to-b | exposed for 
e producing 
children 
outside the 


marriage 


Must survive X_ | Must never 

affliction perform X 
ritual (such as 
unholy rites, 
human 
sacrifice) 


Must suffer Must not hide 
from X wealth, 
condition for X | property from 
amount of time | spouse(s)' 
knowledge 


Must perform X | Must not have 

skill to X DC sex outside the 
marriage 
without 
spouse(s) 
approval 


Must survive X_ | Must not 
extreme abandon 
environment or | spouse(s) for a 
weather for X _| period greater 
time than X days 
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